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EXECUTIVE EDITOR, EGM 


21New Reasons To 


Love This Industry 


"As a group 
who makes 

a living off 
opinions, we 
decided to 
take a bit of an 
assertive and 
surely devisive 
approach to the 
Usual preview 
feature." 


pinions are a dime a dozen, 

so the saying goes. Closer 

to the truth, Il’d say opinions 

nowadays are more a penny a 
dozen, not including the cost of monthly 
Internet service to plaster them on blogs 
and message boards. There will be opin- 
ions aplenty following our giant preview 
feature, “21 for 2011,” which will delight 
some of you, exasperate others, and 
hopefully entertain everyone somewhere 
in between. If we get a rise out of you, 
l’Il Say we’ve done a good job. 

As a group who makes a living off 
opinions, we decided to take a bit of an 
assertive and Surely divisive approach to 
the usual preview feature. How exactly 
do you shuffle through every single 
game that’s on the global drawing board 
for 2011, come to a consensus on what 
you include and don’t include, then 
hone it down to a final 21 games? Our 
conclusive decision was to first bring 
together our personal most-wanted, 
those games that we believe in critically 
and passionately —then weed out any 
that the group felt didn’t quite carry the 
punch we were looking for. 

There are games that deserve to be 
on there. There are games that | person- 


ally struggled to include from my own 
definitive list, like PixelJunk Shooter 

2, the sequel to one of my favorite 
games of last year. We could have been 
diplomatic and created an exhaustive 
encyclopedia, framing front and center 
the inevitable blockbusters that will 
pepper the next year—Gears of War 3, 
for example—while still dipping into the 
tinier releases like the aforementioned 
PixelJunk production, not to mention 
everything in between. 

But such an approach is antitheti- 
cal to the foundation of “21 for 2011.” 
Instead we’ve compiled a select list of 
games we individually want to cham- 
pion, framed as an art gallery that takes 
you on a visual travelogue through the 
next 12 months of our ever-burgeoning 
industry. If there’s not a single game 
in there you’re a little excited about, 
you may well be reading the wrong 
magazine. 

| recently had dinner with a devel- 
oper friend who seemed on the verge 
of throwing me over the balcony after 
| mentioned that Killzone 3 would be 
(egregiously, in his view) excluded from 
“21 for 2011.” His eyes looked as fiery 
red as those of the Helghast to the left. 
“Do you have any idea how awesome 
3D is going to be to gaming?” | risked a 
downward glance to make sure that his 
froth wasn’t landing on my plate. “Do 
you have any idea what this game is 
gonna be like online?” 

| don’t. Neither do you and neither 
does he, but hell hath no fury like a 
passionate gamer dissed. It’s possible 
Killzone 3 will indeed be one of the great 
games of 2011. We’ve got 12 months 
to figure it out all out. Please do write, 
tweet, Facebook and messageboard 
your opinions our way, revealing what’s 
rattling your mind as we transition into 
what promises to be an extraordinarily 
diverse year for gaming. 

Come back next month and we'll look 
back at the year that was. In the mean- 
time, have a safe and happy holiday 
ripping through all those great games 
you’re hopefully watching pile up. | 
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Questions, 
answers, 
pirates, 
and dishes... 
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| buy used games because | can’t afford 
the high-priced new games, plus | buy 
them so | can afford the add-on content 
that a lot of times should be included 
with the game. So what’s next, we can’t 
sell used furniture because it hurts the 
new furniture market? Or what about new 
cars—if no one could buy used vehicles 
think how many new ones people would 
have to buy. That would bail out the car 
companies. Let’s make the rich richer 
and not worry about the gamer who 
struggles to buy two $60 games a year 
and just wants to play good games. Am | 
a pirate if | buy a used DVD? No, I’m not. 
My message to game companies is that 
you’re treating some of your best buyers 
as criminals. - Mike Stevens 


EGM_Response: Saying publishers are 
looking for you to do hard time when 
you buy a used game is a bit of stretch, 
but your analogy to the DVD market 

is an interesting one. In the early days 
of home video the entertainment 
companies were not on board with 

the concept that a secondary market 
for their films was a good thing. It was 
only over time that they realized that it 


was actually a new revenue stream that 
would supplement theatrical and televi- 


sion receipts. In recent years rental 
companies like Blockbuster shared 
the rewards (and risks) of film rentals 
with the movie producers. Some game 
publishers would argue that certain 
forms of DLC like we’ve seen recently 
from THQ (for WWE SmackDown! vs. 
Raw 2011) and EA (for Mass Effect 2) 
accomplish the same goal by requiring 
gamers who buy a used copy to pay 
them for the privilege of actually using 
it. But whether or not we’re seeing the 
first steps towards a gaming economy 
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built primarily on digital downloads and 


rights management fees or not depends | 


in large measure on how consumers 
respond to the shift. 


Level Up the Dishes 


| hear this topic of games being tedious 
work addressed often these days and | 


_ think that it goes to the heart of a problem 


with our society in general. The distinc- 
tions we make between what is work and 
what is fun in real life is completely out 

of whack. For example, | enjoy doing the 
dishes in the same way that | like leveling 
up in Modern Warfare or picking weeds in 
Animal Crossing. It’s fun to see this pile of 
dirty dishes slowly dwindle and each dish 
looking like new again. Plus the actual 
process of washing the dishes is a skillful 
affair that you can really have fun with. It’s 
not just about getting that new weapon, 
having a pristine town, or a dish drainer 
full of clean dishes, it’s about the process 
of getting them there (granted picking 
weeds is not that skillful but there is a 
certain rhythm to it that you can really get 
into). There’s nothing wrong with actually 
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enjoying the chores we have to do. 


If we can just take that same concept to 
our everyday lives we'd be in great shape. 
Instead of looking at the floor being vacu- . 
umed as being a chore you need to get 
through, why not enjoy the process itself 
and take satisfaction in the completion of 
it? - Robert Huang 


EGM_Response: Good point Robert. 
When we need our carpets cleaned 
you'll be the first person we call. 


EGM Rewind 


How do | go about purchasing back 
issues? (I joined you guys since issue 
240.) | emailed customer service, but no 
response from them. - Scott Wong 


EGM_Response: You can purchase 
extremely expensive back issues from 
the limited supply we have on hand at 
www.egmnow.com/backissues. 


Solitary Confinement 


| just read the article called “Pay to Play” 
and | am very concerned about this 
increasingly expensive trend of paying 

to play online. It appears more and more 
important to [publishers] that any and 
every game has compelling online options 
to get more people to pay for that content. 
Will this spell the end of single- player 
gaming? - Keri Greenidge 


EGM_Response: There’s no doubt that 
publishers are going to continue look- 
ing for ways to expand the experience 
that their games deliver, but also ways 


FABLE lil 


to enhance or expand the revenue 
streams that are generated by them. It’s 
a balancing act that game enthusiasts 
are becoming more aware of as each 
new line is crossed and one that you, as 
the consumer, must ultimately monitor 
with your wallet. Does that mean that 
engaging single-player experiences are 
a thing of the past, or story-driven epics 
will now take a backseat to multiplayer 
modes? Fallout: New Vegas and Fable 
lil are just two recent examples that 
would lead us to think not. 


Mr. Dufresne, Is That You? 


Really loved your coverage of Gears of 
War 3 in the December issue, but was 
surprised that you didn’t spend more 
time delving into how the game series 
was originally envisioned. That was great 
stuff. Seriously, how can you guys be so 
obtuse? - Max Reedy 


EGM_Response: Careful, Max. The last 
person who called us “obtuse” got two 
months in the hole. 


Book, Meet Cover 


Microsoft has the best motion control 
setup, in my opinion. Sony went com- 
pletely nerdy with its ball on a stick, and it 
looks terrible, as well as looks like it plays 
worse. Of course, | haven’t actually tried 
the new ways of “playing” games. | am 
curious though. Is the verdict in? Although 
I’m sure that none of the motion control- 
lers work as well as a real controller, which 
one is the best? - Chris Passinault 


EGM_Response: You might want to 
actually sample the new motion control 
technology before rendering your 
opinion, Chris. Gameplay will always be 
the determining factor, of course, but 
the price tag, as well as the fact that the 
Wii was designed from the ground up to 
deliver a nontraditional experience, lead 
us to believe the smart money will stick 
with Nintendo in the near-term. 


Count to 10 
There were two different segments on 


Dragon Quest Vill [in the November EGM 
Hot List], and both of them were mistak- 


BACKGROUND 
NOISE 


against an apocalyptic backdrop that would make George Romero proud. 


enly called Dragon Quest Xi/l. What sucks 
about this is that | don’t know what the 
10th game is that | should play on my PS3 
since you listed Dragon Quest XIII twice 
and only mentioned a total of nine games. 
What was the 10th? 

- Emmanuel Navarrete 


EGM_Response: The mystery “tenth” 
game will be available in the near 
future as part of a special DLC add-on 
pack that should have come with your 
original issue. 


Ex-Lax Has Nothing on Us 


First, let me just say that it’s nice to see 
the magazine in print again. When I’m sit- 
ting on the can it’s really the only time that 
| read, and | was getting illiterate without 
your magazine. - Eric Jousma 


EGM_Response: We’re glad we could, 
um, help out. 


What’s in a Name? 


| was just reading over the review for 
Metroid: Other M and noticed that the 
reviewer, Patrick Klepek, credited Jennifer 
Hale as the voice actress for Samus in 
the game when the person who actually 
voiced her is Jessica Martin. - Jon Vader 


EGM_Response: Sorry for the mix-up. 
Patrick was evidently so taken with 
Jennifer Hale’s portrayal of Samus 

in the Metroid Prime trilogy that he 
couldn’t get her out of his mind. And 
for the record, Jon, we also screwed 
up your name (or, more precisely, made 
it up) because you forgot to include it 
with your letter. Try not to forget next 
time, m’kay? 


The Music in Me 


A few things went through my mind as | 
read Paul Semel’s interview with Tommy 
Tallarico [in EGMi 242.1], and they 

were all very pleasant to think about! | 
was reminded of the time | went to see 
Video Games Live a few years ago; it 
must have been in 2008. | went with my 
brother, and we had a great time. The 
embedded videos within the interview 
helped me remember that amazing night 


We've fallen in love with the flesh-eating fun of AMC's new series The 
Walking Dead, and who could blame us? It’s a solid show with a heaping 
helping of zombie action, betrayal, and (best of all) Michael Rooker—all 


Gaming 
by the 
Numbers 


The number of 
downloadable tracks 
out for Rock Band 


How many units 
Guitar Hero: Warriors 
of Rock sold its first 
month 


Rumored amount 
Harmonix paid for the 
rights to The Beatles 


Number of Guitar Hero 
games released since 
the original 


The cost of picking up 
Stratocaster guitar 
compatible with Rock 
Band 3 


The number of cover 
songs featured in the 
original Guitar Hero 
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of live music performance. 

Reliving those memories made me 
realize how powerful videogame music 
can be. Music inherently moves people 
to the soul. But music that gamers hear 
within a game, that they can associate 
with hours upon hours of gameplay —it 
takes on a huge importance and nos- 
talgia. For some people, it’s as though 
concerts like Video Games Live play the 
music of their life, based on how much 
of it they’ve spent playing videogames. 
- Spencer Gregory 


EGM_Response: We wholeheartedly 
agree. If Seth Brundle had tried to 
transport himself back in time via 
game music instead of across the 
room with telepods his story might 
have ended on a better note as well. 


Kudos to You Kind Sir 


Thanks for EGM. You guys are amazing. 
- Sir Joshua Faucette 


EGM_Response: It’s rare to receive 
such high praise from Sir Faucette. We 
are humbled by his royal accolades. 


Boy, Did We Screw Up... 


Apologies to all who were scarred (most 
notably Activision) when we mistakenly 
listed Spider-Man: Shattered Dimensions 
as Spider-Man: Shattered Memories on 
the cover of our November issue. Not 
since we left the price off the cover of 
issue 5 have we felt such shame. While 
we're at it, we also need to point out that 
in the December issue, the screenshot 
depicting a dancer in the background in 
the EA Sports MMA review was errone- 
ously pulled from 505 Game’s upcoming 


MMA Supremacy. &] 
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Gamers have come to expect routine console cycles, but has this latest 
generation proven to be a completely different ballgame? 


By Tracey John 


t used to be that you could anticipate 
anew console release every four to 
seven years. Back in 2005, when 
Microsoft launched the Xbox 360 only 
four years after the original Xbox and a 
full year before Nintendo’s Wii and Sony’s 
PlayStation 3, some analysts and gamers 
alike predicted that we’d have new hard- 
ware by 2010. But for those expecting the 
Xbox 1080, the PlayStation 4 and the Wii 2 
sometime soon, don’t hold your breath. 
“What | see is a lot of confusion among 
the major publishers; there’s no history 
of this in the past and people don’t really 
know what to do,” says Ed Fries, the for- 
mer vice president of game publishing at 
Microsoft, who helped launch the original 
Xbox back in 2001. He says that because 
developers and publishers are unsure of 
where we are in the console cycle this time 
around, it’s stifling the desire to publish 
new intellectual properties, and that’s hurt- 
ing the industry. 


“| think publishers are conservative 
because there are these well-established 
brands with these huge budgets, and 
they’re doing fine,” he explains. “But 
where’s the investment in the new ideas, 
the creation of those 100 million dollar 
brands for the future? In the past there 
have been rules of thumb, like it’s not a 
good idea to bring out new [intellectual 
properties] late in the console cycle. But 
are we late in the console cycle? Or are 
we in the middle of the console cycle? I’ve 
talked to developer friends and they’re kind 
of frustrated about that.” 

Some would argue that we're in the 
middle of the cycle, like industry analyst 
Michael Pachter of Wedbush Securi- 
ties. Because of the cost of creating new 
hardware, he expects we’re going to be in 


this console generation for a while longer. 
“| think [the publishers] learned that the 
consoles were so expensive that they’re 
not getting their money back in five years,” 
Pachter says. “The cost of advancing tech- 
nology is so great that Sony would have to 
throw in the towel and take a loss on this 
cycle, which isn’t going to happen.” 
Pachter may be right about Sony’s 
determination. SCEA director of hardware 
marketing John Koller reiterated the 
company’s belief in the PS3’s 10-year 
lifecycle. (Microsoft and Nintendo declined 
to participate in this story.) “We’ve always 
said that 10 years is what we expect of 
every platform, but it doesn’t mean we turn 
off the content and platform spigot on the 
10th anniversary —we expect to sell well 
beyond that,” he says, citing the longtime 
success of the PS2, Blu-ray adoption, the 
addition of 3D capability, and the PlaySta- 
tion Move as factors in extending the PS3’s 
lifecycle. “We even said when we launched 
the PS that it’s a future-proof product,” he 
adds. “We were launching it for 2006, but 


we were also launching it for 2016.” 

Perhaps what’s helping to hold off new 
hardware are new gaming peripherals 
like PlayStation Move. In 2009, Nintendo 
introduced its Wii MotionPlus add-on, 
while Microsoft and Sony launched their 
respective versions of motion control in 
late 2010. “Certainly, Microsoft and Sony 
are trying to extend their lifecycles with 
Kinect and Move,” says N’Gai Croal, 
founder of game design consulting firm 
Hit Detection. “This is uncharted territory, 
and even if [they do extend the lifecyle], if 
you're a publisher, you’re now looking at 
the matrix of platforms that you’re going to 
be publishing for—the 360, PS3 and Wii— 
and then on top of that, there’s Kinect, 
Move and the Wii MotionPlus. But | think 
it’s too early to say whether or not these 
new interfaces will actually extend the life 
of the hardware.” 

Indeed, whether you think these motion 
control add-ons are the latest gaming inno- 
vations, or just Sony and Microsoft catch- 
ing up to Nintendo’s motion-control craze, 


“What | see Is a lot of 
confusion among the major 
oublishers; there's no 
history of this in the past 
ano people con't really 
KNOW What to do." 


ED FRIES, FORMER MICROSOFT VICE PRESIDENT OF GAME PUBLISHING 
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“The cost of advancing technology is so great that 
Sony would nave to throw In the towel and take a 


loss on this cycle, which isn't going to happen." 


WEDBUSH SECURITIES ANALYST MICHAEL PACHTER 
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it’s almost hard to imagine where consoles 
can go from here. “[The consoles] are so 
powerful, especially the PS3, that it’s not 
clear to [the publishers] that an upgrade is 
going to actually do enough to [enhance] 
gameplay,” Pachter says. “So there’s no 
reason for new consoles.” 

Fries also wonders if there is a limit to 
how much more the hardware can break 
new ground, especially when consumers 
might not be able to discern any incremen- 
tal changes at this point. “The customer 
can't even tell the difference between this 
generation and the last generation in some 
cases,” he says. “Will they really be able to 
tell the difference in the next generation? 
So in that sense | think it’s the right thing to 
do to delay the console cycle. Maybe we 
don’t really need a new console cycle until 
it’s really going to matter on the screen to 
the customers.” 

Another reason we why won't see new 
consoles soon is not so much what can 
be done on the screen as much as how 
it can be done. Up-and-coming cloud- 
based, games-on-demand services like 
OnLive and Gaikai could be a real threat 
to traditional hardware. “I don’t know that 
OnLive or Gaikai is the solution, but | think 
cloud is the answer,” Pachter says. “These 
companies give me confidence that some- 
one will figure this out, whether it’s them or 
their competition. Microsoft, AT&T, Verizon 
or Comcast; there are a lot of companies 
who could do it if they wanted to.” 

Meanwhile, Sony isn’t sweating it. Koller 
says the company doesn’t view cloud- 
based services as a threat just yet. “We 
know that if you look at the numbers com- 
ing from NPD, they quote that 84 percent 
of consumers believe that physical goods 
are their primary choice for distribution,” he 
says. “That other 16 percent is a mixture 
of physical and digital. Nowhere in there is 
streaming. Right now the consumer lives 
in a physical goods world, or they live ina 
DLC or digital-to-download world. They’re 
not currently living in a streaming world. 
That informs the basis of our decisions on 
the platform.” 

Although the widespread adoption of 
cloud-based gaming hasn’t yet occurred, 
one platform that’s hard to ignore is mo- 
bile. Devices like Apple’s iPhone and iPad 
not only affect the handheld market, but 


could also alter the traditional console one 
as well. “You can get an iPhone of some 
variety for as low as $99 and the games 
are free or $1, $2,” explains Croal. “Maybe 
there’s a microtransaction thrown in. That 
makes the cost of entry and the cost of 
gaming a lot lower on these platforms 
than on consoles, and these devices go 
with you wherever you go. It’s possible 
that mobile and other types of gaming can 
begin to do to consoles what consoles did 
to PC gaming.” 

With all these factors—cost, cloud, mo- 
biles, and motion controls— affecting how 
we game and therefore what we want and 
need from our hardware, it could be a very 
long time before we see any new consoles 
from the big three. 

“Give or take a year or so, but | think 
we're looking at somewhere between 2012 
and 2015 before all of the new consoles 
are in the marketplace,” estimates Croal. “| 
think we still have at least one more round 
of consoles in North America. | don’t think 
that even by 2015 the market will be ready 
to go entirely digital distribution.” 

Until that happens, Croal has a bleak 
outlook for the industry. “Avid gamers own 
a 360, a PS3 or a Wii; some own all of the 
above,” he says. “I don’t Know how the 
industry benefits at this moment from more 
hardware being sold at a loss, games be- 
ing ported and a bunch of added expense. 
| think what’s more likely to happen in a 
second year of declining sales is more 
layoffs, more studio closures, and those 
kinds of things.” 

However, with Wii sales slowing down, 
industry prognosticator Pachter has been 
staunchly arguing that the “Wii HD” will 
drop as early as 2011. He thinks Nintendo 
must release a console of equivalent 
graphical quality in order to remain 
competitive against the Xbox and the 
PS3, which now have their own motion 
controllers. “Nintendo’s going to offer you 
their equivalent of the PS3 with Move,” he 
predicts. “They’re going to say, ‘Buy ours 
and upgrade your Wii, and by the way, 
we'll make it fully backwards compatible.’ 
That’s not a bad offer if it’s priced right. 
| think Nintendo has to do that, but we'll 
see... There are a lot of people looking for 
motion-controlled gaming.” 

As for the other console makers, 


Pachter thinks we might get new consoles 
from them in 2014, at the earliest. He also 
doesn’t think it’s likely that the publishers 
will go with the digital distribution-only 
model just yet, especially if the consoles 
come sooner rather than later. “There are 
some people who don’t have wireless rout- 
ers, and they want to have the consoles 
somewhere that isn’t close to their Internet 
connection,” Pachter says. “And ultimately 
you just have a whole lot of people who 
don't bother [to connect their consoles to 
the Internet] at all. It won’t be for a long 
time until publishers are convinced only 

a small slice of the population doesn’t 
have Internet because they don’t want to 
forego those sales. You have a real healthy 
number of people that don’t download 
anything, and | think with the Wii, it’s more 
than 50 percent. So we’re probably not 
getting [exclusively] downloadable games 
anytime soon.” 

Digitally distributed or not, Fries sees 
platform-exclusive software as the main 
problem for console makers and gamers. 
Now that he’s no longer at Microsoft, he 
thinks more like a consumer. “The biggest 
reason | have three consoles is because 
there are games on all three that | want 
to play, and that’s not going to change,” 
he says. “It’s one of the powerful levers 
these guys have. What’s weird about this 
last console cycle was that there was no 
real winner or loser. Wii got off to a great 
start and now their sales are dropping, 
and Xbox and PlayStation are gaining on 
them. The best thing would be if one of 
them dropped out and just became a pure 
software company like what happened 
to Sega years ago. Then there’s one less 
machine | have to buy. But | don’t see any 
of the three guys dropping out. So I'll prob- 
ably still have three consoles in the next 
cycle if | want to play my Mario and my 
LittleBigPlanet.” 


NO END IN SIGHT 
With the amount 
of power under 
the hood and cost 
of production, 
there’s a lot of life 
left in the modern 
console cycle. 
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GAMING BY 
THE NUMBERS... 


Are today's games still a good entertainment value? 


By David Thomas 


or sale: Atari VCS 2600. $717. play for the same price. buying the hits, and game publishers keep 

Cheap! And don’t forget your “Unlike orange juice or gasoline, if you shaving features and shortening levels. 

games, $72 and up! don’t like the price you can’t just go get Here, McGraw puts his finger on one 

Glancing over the prices for this — the basic thing someplace else,” explains of the key elements of the game value 

classic slice of gaming history, you might University of Colorado marketing professor discussion. There are plenty of deals in the 
marvel at what antiques go for these days. | Peter McGraw. “There are substitutes, but videogame aisle, from marked-down great- 
Except these price tags actually show they are not perfect.” est hits to the bargain bin near then back 
what consumers in 1977 were paying for So gamers complain, but they keep of the shop. If you can deal with not having 


their games in inflation-adjusted dollars, 
the year the system was launched. 


If the 2600 went on the market today, y ENTERTAINMENT 
it would cost well over $800 to take home SYSTem 


the box with a couple games. And gamers __| CONTROL DECK" 
today still complain about bang for the 


buck. TNE MOST CHALLENGING VIDEO CAME SYSTEM 
“The price of games today seems sort Shiaes mevaneien Vinee Ae Plus SrmenanT 


of high when they come out. But the cost 
of making a game is astronomically higher, 
and the quality of the games is incredible,” 
says game designer and author Rusel 
DeMaria. 

Over the past 30 years, consumers 
watched as the prices of new consoles 
crept up from $200 for an original Atari 
machine to $500 for a brand-new PlaySta- 
tion 3. Games have kept pace, inflating 
from $20 for a home version of an arcade 
classic like Pac-Man in the ’80s to $60 for SERROUOLS VIER NETION AT FOUR FUORIIOR. 
the latest and greatest AAA experience. 
Increasingly, fans are lamenting the five- to 
six-hour estes bres nee mode, oo8 Mo St a ave for gotten th at 
and wondering what happened to games 


that proudly boasted 40 or more hours of those $50 cartridges Would 
The dollars and cents of gaming... cost OVEr $80 In today's cash. 


© MOST EXPENSIVE ADJUSTED FOR INFLATION °. MOST EXPENSIVE AT ORIGNAL RETAIL 


console ‘ console console console : console 4 
$ 259.00 $ 334.70 i $ 319.16 $ 905.50 $ 428.56 
inflation inflation inflation inflation 


console console 
$ 792.64 $ 396.13 
inflation inflation 


console 
$ 717.32 


inflation 


Colecovision 
Sega Genesis 
PlayStation 


Atari VCS 2600 


Mattel Intellivsion 


$ 19.95-29.99 $ 29.99 Z $ 39.99 : $ 29.99-49.99 g $ 49.99 3 $ 49.99-59.99 : $ 49.99 i 
games 
$ 71.91-107.96 


inflation inflation inflation 


Nintendo Entertainment System 


inflation inflation inflation inflation inflation 
Crash ’N Burn 

pack-in (games 

ranged from $9.99- 

49.99) 


Las Vegas Poker & Donkey Kong Two controllers and Altered Beast Super Mario World 
Blackjack pack-in pack-in Super Mario Bros pack-in pack-in 


Launch prices, adjusted for inflation using Consumer Price Index at the U.S. Bureau of Labor Statistics (www.data.bls.gov/cgi-bin/cpicalc.pl). 
Where there were multiple price points at launch, lower-end, less-expensive models were used. All prices were collected from original press releases, catalogs and personal records. 


the latest and greatest in your living room, 
gaming can turn into an economical hobby. 

“The PlayStation 2 system is a phe- 
nomenal bargain at $99 and remains ex- 
tremely popular with first-time gamers and 
families,” explains Patrick Seybold, senior 
director of corporate communications and 
social media at Sony. 

With 140 million systems sold, the PS2 
may not be the sexiest gaming platform 
on the market. But it still plays a massive 
library of games and you can pick up a 
classic such as Shadow of the Colossus 
for only $20 new. 

When gamers complain about value, 
though, they usually mean they want 
to play a game like Halo: Reach or Call 
of Duty: Black Ops, and they want the 
single-player experience to last more than 
a dozen hours. 

The trouble is, while the most dedicated 
gamers fondly remember 100-hour Fina/ 
Fantasy marathons, a large percentage of 
game buyers never make their way to the 
end of even the shortest games. 

Last year Game Developer Magazine 
published completion figures for the top 
games on Xbox Live. The results were 
startling. Fewer than 20% of players were 
working their way through Grand Theft 
Auto IV’s 40-odd hours of entertainment. 
And even in much shorter games like Cai/ 
of Duty 4, fewer than 80% of players were 
able to solider through its 10 hours of 
single-player content. 

This makes for some interesting busi- 
ness math. 

McGraw figures that when game 

makers shorten up the length of their 
games, many, if not most, never notice the 
difference. Only the hardcore, and often 
most vocal, players start to complain. 
For the player who spends $60 and only 
plays 10 hours of any game, the fact that 
games have gotten shorter doesn’t mean 
anything. They are long enough. 

“One very big component of consumer 
Satisfaction is your costumer’s expecta- 
tions,” McGraw says. “The model is a very 


* 
console 


$ 260.92 


inflation z 


Nintendo 64 
Sega Dreamcast 
PlayStation 2 


$49.99 _ 


inflation : 


simple one. It’s a comparison between 
what you expect and what you get. If what 
you get exceeds what you thought you’d 
get you are happy, and if it falls short, you 
are unhappy.” 

Increasingly, the hardcore depend on 
online play and completing achievement 
lists to stretch their gaming investment 
back out to expected levels. Whatever 
growing complaints about a short single- 
player campaign tends to evaporate as 
fans find endless hours of fun with a 
game’s multiplayer online fun. Most often, 
the more casual players noodle happily 
through 8-12 hours of single-player con- 
tent in their games. Meanwhile, game pub- 
lishers deal with the reality that while game 
development costs have skyrocketed, the 
price gamers pay for their entertainment, 
when adjusted for inflation, hasn’t changed 
substantially in 30 years. 

From the Intellivision through the Dream- 
cast and on into the current generation 
of consoles, the real price of a game has 
hovered around $60. And while many fondly 
remember the Super Nintendo, most have 
forgotten that those $50 cartridges would 
cost over $80 in today’s cash. 

Game developers have reacted to this 
pricing reality by shortening games, trim- 
ming content and catering to the growing 
number of mainstream players who don’t 
mind shorter, more intense experiences. 
Some gamers might question the value 
proposition, but most consumers continue 
to gobble up what they see as an exciting 
and valuable entertainment product, while 
game makers save money by not adding 
content too many players will never see. 
Even better, those extra levels can earn 
games a bump in revenue when fans who 
finish the main campaign log in and pay for 
new levels and expansion packs. 

“There were golden eras in gaming that 
people like me will be nostalgic about. But 
| don't know that they were better than 
today,” muses Dimaria, co-author of the 
videogame history book High Score. “Now 
is the best era.” 


console 
$ 245.45 
inflation 


console 


$ 379.29 


inflation g 


GameCube 


$49.99 $49.95 


inflation inflation é 


Compatible with 
PS1 


inflation 


$ 49.99 


games 


$61.66 


inflation 


The Price is Right 


Figuring out old game prices isn’t as easy as it looks. Like 
today, console makers in the past would release different 
versions of the same hardware with different pack-in 
games and peripherals to try and meet a wide range of 
gamer budgets. Games themselves used to feature a much 
broader range of retail prices than 
they do today. For example, games 
for the TuboGraphix 16 could range 
from $29.95 to $69.95 in 1989. 

And sometimes, people’s memo- 
ries are not quite accurate. Case in 
point: The widely known launch price 
of the 3DO at $699. 

“Many people get it wrong, 
assuming it was $699 because 
Panasonic in advance had said it 
would be $699, but then changed their mind and went out 
at $599,” explains former 3DO head and current Digital 
Chocolate chief Trip Hawkins. 

Hawkins also notes that after the system’s launch in 
September 1993, the price fell to $499 by Feburary. 


Games used to 
feature a much 
broader range of 
retail prices. 


Former 3DO 
CEO Trip 
Hawkins 


The 3D0: ahead of its time or just plain too expensive? 


CHEAPEST GAMES ADJUSTED FOR INFLATION © 


console 
$ 540.68 


inflation 


console 


$ 334.43 


inflation 


PlayStaion 3 


$59.99 $59.99 


inflation inflation 


Low-end model Low-end model 
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Input 
output »> 


We took your 

questions 

to Chair 

Entertainment’s 

creative director 

ws Donald Mustard, 

who talks about their XBLA hit 
Shadow Complex and what it’s like 
to be in the iPhone/iPad space. 
eaneianteratiennaian iN eRESRERaneare| 


Tom Heistuman asks: 
Were you surprised by the way the Internet 

~ community would dissect ways to complete 
Shadow Complex in certain timeframes or 
with/without certain equipment? Will this 
change the way you develop your next game? 
We were very happy to see that the com- 
munity was finding unique ways to play 
Shadow Complex —this is something that 
we hoped would happen. We worked very 
hard to make sure the game would “work” no 


matter what crazy method someone used to . 


execute a speed run or get some power-up 
out of order. What did surprise us were some 
of the really cool and creative things that 
you came up with—ways to use the Foam 

in combination with the Friction Dampener, 
extreme wall jumping techniques, etc. If we 
were ever to make another Shadow Complex, 
we would definitely make sure to hide some 
awesome secrets for those able to pull off 
more “advanced” gameplay. 


Matthew Moore asks: 
What does Chair see in the future for iPhone 
development: more casual games like Angry 
Birds, hardcore games like Chaos Rings, or 
something in between? 

i love playing videogames. | love playing 
games on my console, and have ever since | 
picked up an Atari 2600 controller when | was 
a kid. | don’t see that ever changing or why it 
would need to. | also love my iPhone. | love 
having one device in my pocket that has a 
phone, my email, a GPS, my music, my books, 
my movies and TV shows, the Internet, and 
recently some pretty awesome games. | 
think it is amazing that | can be dragged 
around shopping with my wife and instead 
of standing there bored out of my mind! can 
whip out my iPhone and play Final Fantasy. | 
hope that in the future we get more of all of 
it—more games like Peggle and Angry Birds, 
but also more games like /nfinity Blade. 


continued... 
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SUPREME CONCERNS 


The skirmish between the State of California and the game 


industry heads to the Supreme Court 


By Nathan Meunier 
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hould it be illegal to sell video- 


games full of extreme virtual 

violence to minors? Where do 

you draw the line between vio- 
lent games and “morbidly” violent games, 
which some believe cause “deviant” 
behavior in children? And perhaps more 
importantly, should excessively violent 
games continue to be protected as free 
speech under the First Amendment of 
the U.S. Constitution? These were just 
a few of the heated issues raised during 
the latest exchange in an ongoing legal 
battle between the State of California and 
the videogame industry. But this time the 
debate has made it all the way to the U.S. 
Supreme Court, which may ultimately 
render a decision that could rock the 
foundation of the gaming world. 

The current case stems from a legisla- 
tive bill introduced in 2005 by California 
State Senator Leland Yee, which pro- 
posed special labeling for extremely vio- 
lent videogames and a strict $1,000 fine 
for retailers who rent or sell such games 
to minors. The measure was signed into 
law later that year by Governor Arnold 
Schwarzenegger, only to be successfully 
appealed and overturned by the Enter- 
tainment Software Association. Similar 
laws seeking to regulate the sale of violent 
games to minors passed in seven other 
states, yet have also been shot down as 
unconstitutional in federal courts. So it 
was surprising earlier this year when the 
Supreme Court agreed to hear arguments 
in Schwarzenegger v. EMA/ESA, sparking 
a renewed effort on both sides to dig in 
and make their cases. 


On November 2, attorneys for the ESA 
and the State of California went before the 


Supreme Court for opening arguments, 
yielding proceedings peppered with lively 
and curious debate. Testimony covered 

a gamut of subjects— everything from 
pornography and violent Bugs Bunny 
cartoons to the number of court clerks 
who've played Mortal Kombat—and the 
hour-long session produced no clear 
victor. 

Some justices expressed skepticism 
over California’s attempt at defining “devi- 
ant” violence and distinguishing between 
regular violent games and the more ex- 
treme violent titles that would be covered 
under the law. Representing the State of 
California, attorney Zackery Morazzini 
said the intent of the law is to give parents 
more control over what their kids can do 
in their household as well as provide the 
state with more power to assist parents in 
protecting their children when they can’t 
be present. His arguments on violent 
content prompted Justice Antonin Scalia 
to question whether other forms of media 
with violent content, such as Grimm’s 
Fairy Tales, would also be banned. 

“You are asking us to create a whole 
new prohibition which the American peo- 
ple never ratified when they ratified the 
First Amendment,” said Scalia. “What’s 
next after violence? Drinking? Smoking?” 
Other justices chimed in as well, press- 
ing Morazzini as to why the state would 
choose to draw the line at a subset of 
videogames but not push for censorship 
of other violent media. 

Throughout the discussion, the justices 
drew parallels between games and other 
forms of violent media to frame their scru- 
tiny of the state’s case against the gaming 
industry, including mention of rap music, 
old children’s cartoons, comic books, and 
films. Despite their apparent skepticism 
toward Morazzini’s points, the justices 
didn’t give the EMA and ESA a free pass 
either. During arguments presented by 
Paul Smith, the attorney representing the 
gaming industry, justices also expressed 
reservations about minors having unfet- 
tered access to games that allowed them 
to engage in extremely violent activities 
like imposing excruciating pain and tor- 
ture on “small children and women.” 

Though the law itself doesn’t men- 
tion specific titles, Morazzini referenced 


2 and MadWorld as 
examples likely to be covered under the 


games like Postal 


law. The justices referenced footage of 
such games to illustrate their concerns 

to Smith. They also expressed skepti- 
cism over the effectiveness of existing 
measures, like parental control settings on 
consoles and the ESRB ratings system. 


Response to the opening arguments has 
been generally upbeat in both ca 
Speaking to the press afterwards, Smith 
said he believes the court understands 
the difficulty, in the absence of any histori- 
cal basis, regulating violence under the 
First Amendment. “To do that now would 
require some extraordinary showing that 
the sky is falling,” he said. “Every tim 
some new medium comes along in this 
country everyone goes crazy and says 
it’s turning our children into juvenile delin- 
quents, whether it’s comic books, movies, 
or the Internet. Then five years later we 
say, ‘oh, that’s just another way of deliver 
ing content.” 
In a statement on his website, Senator 

Leland Yee, the original bill’s sponsor, 
said he’s pleased about the discussion 
with the court, which he believes showed 
that several justices grasp the importance 
of giving parents tools to protect thei 
children and limiting the sale of exces- 
sively violent games to minors. “These are 
games that should not be in the hands of 
children,” he also told the press. “What’s 
important in our bill is the fact that the 
parents that want their kids to have that, 


they can have access to it. So it doesn’t 
really limit, it simph 
contro! about what their kids can and 
cannot do.” 

ESA president Michael Gallagher 
had more of a grim take on the possible 
impact of California’s statute, which he 
feels is unwarranted, unnecessary, and 
unconstitutional. “It would restrain the 
speech and creative instincts and the 
entrepreneurial activity in the videogame 
industry, which the court recognized to- 
day is a form of entertainment and a form 
f speech on par with movies, music and 
books,” he stated. Gallagher also believes 
the law would single out the alles. n- 
dustry for punishment it doe 
and ultimately pose a threat to a much 
broader range of entertainment media | 
books, music, and movies. 

‘+ 


A decision on the case isnt likely g 


ing to be forthcoming for some time—at 
least not without further deliberation. 
The Supreme Court has until June 2011 
to issue its formal ruling on the matter. 
Schwarzenegger’s office did not respond 


to requests for comment by press time. 
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...continued 


Cullen Lead asks: 
What do you think of XBLA vs. PSN? The 
developers of Joe Danger believed that XBLA 
is a graveyard for independent titles. Do you 
agree/disagree? What improvements can 
be made to these networks for independent 
games? 

| think that XBLA and PSN have come a long 
way in the last few years. When we made 
Undertow in 2007 everyone told us that 

the only games people would ever want to 
download on a console were super casual 
titles like Tetris, Bejeweled, and Uno. Now 
look at where we are today with many, many 
really incredible and diverse games available 
on both services. | think that like almost 
everything in games, it will come down to 
what we as gamers want. If we buy and sup- 
port more full-featured games in the digital 
space there will be more of them, and they 
will naturally get bigger and better. | hope 
that is what happens, because | want more 
games like Shadow Complex. 


Jeff Gonzalez asks: 

You've always talked about loving adventure 
games. With the landscape changing so 
much, do you feel there's a lot left to be ex- 
plored, even in the games you do—beyond 
simply becoming better at your craft? 

i definitely feel that there is a lot left to 


explore when it comes to the less linear struc- 


ture of games like Shadow Complex. Right 
now it seems that most popular games are 
either extremely linear (CoD) or extremely 
open (RDR). | enjoy both styles of game, but 
have found that my favorite games tend to 
find a middle ground exemplified by the 
Zelda and Metroid franchises. After complet- 
ing Shadow Complex we found that we had 
lots of (in our opinion) really cool ideas on 
how we could push the genre forward. | 
believe there is a lot of room to innovate. 


Thanks to Donald Mustard and 

our diligent EGM readers for their 
questions! Check out our Twitter and 
Facebook feeds (@EGMLogin, 
@EGMNOW, and www.facebook. 
com/egmnow) for more I/O in up- 
coming issues! 


December 2000 


: Xbox. nad Just like in 2011, 2001 started off with 
spon cups people looking forward to the new 

Twisted Metal. Twisted Metal: Black, funnily enough, was being 
hyped as a return to the series’ roots. The new Twisted Metal, of 
course, is being touted as the same. Twisted Metal 2011 should 
be plenty weicome by its fans, and as 2001 teaches us, if game 
series don’t take giant missteps—as our review of Batman Be- 
yond showed— we'll never have developers take big risks rein- 
vigorating series that have lost their way. We’re not saying there’s 
a direct line between the save-feature-missing Batman Beyond 
and Arkham Asylum, but we will say it helps to know what not to 
do in figuring out what to do. We didn’t see any laser-shooting 
pits in Arkham Asylum, right? 


December 1990 


If you need proof that trends are cycli- 

Cal, just thumb through the first issue 
from the year that gave us grunge. The G./. Joe cover gives 
this away, but comics-inspired games were on the rise: The 
Punisher's and Dick Tracy’s upcoming NES jaunts get a great 
deal of preview attention. (Yes, G./. Joe started as a comic, back 
in the 50s.) On an unrelated note, it was also a time for a lot of 
forgettable games just around the corner, evidenced by the full- 
page ad for Wall Street Kid. it was also a funny time for hardware 
manufacturers, specifically for Sega, as we hypothesized on 
little-known add-ons like the TeleGenesis Modem (which “will 
enable you to play...with friends down the street...or even in an- 
other state!”) and the TeraDrive, which only came out in Japan, 
and was a crappy PC with an integrated Mega Drive. 


December 1980 


It’s funny to think that Intellivision was almost, sorta, kinda the 
first pioneer blazing the trail to today’s cloud-based gaming. 
Mattel, the makers of those fine Hot Wheels and Barbies, 
introduced the PlayCable Adapter, which allowed players to 
dial into cable TV providers to download roughly 20 games 

a month. (“You just push a button, and batter up!,” beamed 
spokesman Mickey Mantle.) Of course, the service hardly 
took off. Its main problem was that the adapter only had 4K 
of RAM. That meant it quickly became obsolete after the sys- 
tem’s evolution to 8K and 16K games. Maybe it’s a blessing 
that it didn’t work out. Could you imagine having to call Mattel 
for tech support today? 
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PRESS START 


ajor League Baseball has Cooperstown. 

The NFL has Canton. The videogame 

industry has... Ottumwa, lowa? 

A small southeastern lowa town sur- 

rounded by farmlands and dairy cows may seem a 
strange choice for a gaming mecca that honors the 
achievements of an industry enjoyed by so many 
around the world, but if Walter Day has anything to 
do with it this dream will very soon become a reality. 

If Walter’s name sounds familiar it’s likely. you 
recognize him from his nearly three decade-long 
crusade to locate, track and highlight the best game 
scores on hundreds of classic and modern game 
titles through the organization he founded, Twin 
Galaxies. The release of the 2008 documentary The 
King of Kong further elevated his.profile and 
set him on the path he is now on—to 
establish an International Video 
Game Hall of Fame to serve as 
a home where the best play- _* | 4 
ers and video games can | 
be recognized in much the 
same way other popular 
pastimes elevate their 
most noteworthy contribu- 
tors. 

“The need for a Hall of 
Fame for the videogame 
industry seems to be a no- 
brainer. It is a mystery why such 
a project was not launched sooner. 
| would like to believe that it is destiny 
for it to be situated in Ottumwa, lowa, a city that is 
already recognized as the ‘Video Game Capital of 
the World,’” says Day. 

That fact may come as a surprise to some who 
may have believed the nexus of the gaming world 
rests in California or perhaps Japan. But since the 
decree of lowa Governor Terry Branstad in 1983, 
Ottumwa has laid claim to that honor. 

“Ottumwa has a tremendous legacy in the video- 
game playing world and is considered the birthplace 
of competitive video game playing,” says Day. 

Mostly, the accolades sprung from the recogni- 
tion that Walter brought to the town of 25,000 
through his decision to base Twin Galaxies and its 
videogame record-keeping services there. Walter 
further elevated Ottumwa’s profile by orchestrating 
a Life magazine photo shoot on Main Street, then 
a contest conducted in conjunction with the once 
high-profile television show That's Incredible in the 
early 80’s. The seeds of the idea to firmly root the 
title of Video Game Capital to the town were set in 
motion at the same time. 

“| started working on The Video Game Hall of 
Fame in September of 1982,” Walter explains. “At 
that time manufacturers, including Atari, Midway, 
Williams, Nintendo, Stern and Taito, donated 
manuals and marquees to inaugurate the archival 
holdings.” 
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Ottumwa, lowa 


At one point in the early ’80s, plans were briefly 
considered to establish the Hall of Fame outside 
of Ottumwa, in the tourist nerve center of Orlando, 
Florida. A site was located and wheels set in motion 
to create a mammoth attraction filled with hundreds 
of pristine arcade games (all set to free play, of 
course), while large screens would update the 
playing triumphs of players from around the world. 


Unfortunately, events detailed Walter’s grand dream. 


“The videogame industry crashed in 1984,” he 
explains without a hint of regret. “Our plans slipped 
into limbo.” 

And limbo is where they would stay for the next 
25 years, until a series. of events would unfold and 
draw Day, now 61, away from the role of chief 

scorekeeper for Twin Galaxies and cause him 
to focus his energy as a volunteer for a 
new cause. 
“It wasn’t until the citizens 
of Ottumwa approached me 
in 2009 that the project was 
revived,” he explains. “The 
citizens of Ottumwa, lowa 
are spearheading the cre- 
ation of a state-of-the-art 
facility that will be the in- 


dustry’s worldwide museum 


of gaming history.” 
The first step on this 
journey started in mid-2010 
with the launch of a four-day event 
that Hall of Fame supporters entitled 
“The Big Bang.” It’s organizers hope to create 
something akin to a Woodstock for gamers, with 
music, competitions, and other game-related 
activities built around each year’s Hall of Fame 
induction. By most accounts the inaugrial Big Bang 
event was a smashing success. The weekend party 
culminated with the induction of 29 faces into the 
Class of 2010—including The King of Kong alums 
Billy Mitchell and Steve Wiebe, as well as industry 
pioneers like Ralph Baer, Nolan Bushnell, Shigeru 
Miyamoto, and even Pac-Man himself. 
Will there every be an actual “Hall” that gamers 
can walk through while visiting future Big Bangs? 
“Huckleberry Consulting, of Kansas City, [has 
been contacted to] design and develop a state-of- 
the-art museum facility,” Walter reveals. “It will take 
many years to complete the physical location, but 
[we] plan on holding a four-day celebration every 
August to coincide with the induction ceremonies.” 
“The Big Bang has a big vision-it strives to be 
the cultural crossroads of the video game world. 
There will be large halls filled with console gaming 
stations featuring every conceivable platform, from 
the Atari 2600 up to today’s systems like Xbox 360. 
The next edition of this gaming festival is set to 
unfold in Ottumwa, lowa.on August 4-7, 2011. You 
can learn more about the Hall of Fame by visiting 
the official website at www.ivghof.com. 


FINALSCORE:4/5__ 


Lives 


with Brian Bright 


- Your company is called Neversoft Entertain- 


ment. Which of the following does not treat _ 
erectile dysfunction: Viagra, Cialis, Stiffator, 


CORRECT! Well, about it not being an ED - 


medication. It’s nota He-Man character. 


Neversoft was originally a division of 
Malibu Comics. True or false: Malibu pub- 
lished comics based on the fighting games 
Tekken and Soulcalibur. 


CORRECT! Malibu made comics based on the 


fighting games Mortal Kombat and Street 
Fighter. 


In 1999 Neversoft made the first Tony Hawk 
game, Tony Hawk’s Pro Skater. In what year 


did Tony Hawk first do a 900? 


CORRECT! 


_ Neversoft started making Guitar Hero 
games in 2007 with Guitar Hero III: Legends 
_ of Rock. Who made the original guitar 
game, GuitarFreaks in 1999? 


CORRECT! 


Your newest game, Guitar Hero: Warriors 

Of Rock, includes a live version of the Black 
Sabbath song “Paranoid” that was recorded 
by Metallica and Ozzy Osbourne at the 25th 
Anniversary Rock & Roll Hall ofFamecon- 


_ cert. What other Sabbath song did Metallica 
and Ozzy do at that show? 


Sorry, it was “Iron Man.” “Crazy Train” is one 
of Ozzy’ssolosongs. — 
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‘THINGS YOU 
DIDN'T KNOW | 
ABOUT us 
CALL OF DUTY: 
BLACK OPS. 


SIR, YES SIR 

The Call of Duty developers have always prided themselves on. 
having realistic military mechanics. Helping them keep it real 

is Lt. Col. Hank Keirsey (Ret.), who’s been the military advisor 
since the series began in 2003. When he’s not telling video- 
game developers what to do, Keirsey can often be found doing | 
headstand push-ups. “He’s does them all the time,” Olin notes. 
“At Gamescom, at E3. This morning, probably. He also runs five 
miles every morning. He is the true embodiment of the American 
military man.” : ; 


BASIC TRAINING 

While Keirsey is the primary military advisor on Black Ops, the 
game’s campaign also got help from Maj. John Plaster (Ret.), . 

a Vietnam vet who served with the Studies And Observations 
Group, and Sonny Puzikas, a former member of Spetsnaz, the 
Russian special forces. According to Olin, some of the stories 
Plaster told about his time in Vietnam inspired some of Ops’ mis- 
sions, while Sonny—who, in true Spetsnaz form, was taught to 
avoid being shot before he was taught how to shoot—served as 
the basis for a type of enemy in the game. 


MOVIE TIME 

In Black Ops’ new Theater mode, you can now save, edit, and 
share your multiplayer matches as movies. But the mode’s cre- 
ation was actually a happy accident. “It was a development tool 
we were using to identify problems in the game,” Olin says. “But 
then someone shot a rocket that went through a doorway and 
then a window before hitting a guy in the face. And that clip got 
passed around the office for weeks. It didn’t take very long for us 
to realize our fans would want to save their funny clips as well.” 
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- all of Duty: Black Ops has only been out a month or so, but you’ve already 
unlocked the two extra zombie modes, all the perks and weapons, and more 
banner-customizing options than you could ever use. So you probably feel 
like you know this game inside and out. But according to community manager 

Josh Olin, there’s still a lot more to this game than meets the eye. 


By Paul Semel 


a Lt. Col. Hank Keirsey (Ret.), 
; | ey military advisor since the 
. series began in 2003 


MULTI-DIMENSIONAL 

While Black Ops supports 3D televisions, this wasn’t a mandate 
handed down from Activision’s marketing department. “It was 
actually something being worked on by Activision Central Tech- 
nology,” Olin explains, “who were working on making 3D work 

with the Call of Duty engine. But they were just experimenting 

with it for some future project, they weren’t sure when it would 

be used. But when we saw it in action, and saw how it added so 
much depth, we knew we had to add it to Black Ops.” » 


MAPQUEST 

When making multiplayer maps, some developers simply take 
levels from the campaign mode and turn them into arenas. But 
while Treyarch has done that in the past— “That was true for 
World at War,” Olin admits—it’s not the case for Black Ops. 

“We actually had a separate team making maps specifically for 
multiplayer,” Olin says. “In fact, some single-player levels started 
off as multiplayer maps.” 


CONTRACT KILLER 

Another new addition to Black Ops’ multiplayer comes in 
Contracts, which pay you money, experience points, or both for 
completing certain tasks, assuming you’ve signed on the dotted 
line. Treyarch even has a guy whose job it is to come up with 
these challenges. “He not only has to think of cool scenarios,” 
Olin notes, “but also their names and how much the payouts will 
be.” He continues, “If someone suggests a cool Contract on our 
forum, we might use it and name it after them... Though I’m not 
making any promises.” 


THRESHOLD 
Treyarch’s love of TV didn’t just prompt some offhand Nixon 
quips. The team also hired FlashForward co-creator and 
screenwriter David S. Goyer to help out on the story. “Black 

Ops’ campaign is told as a series of memories,” Olin says, “and 
FlashForward dealt with memory storytelling and how to do it in 
a way that’s not confusing. In fact, he suggested we move a level 
from the end of the game to the beginning, which made the story 
a lot less confusing.” 
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SOCIAL PSYCHOLOGY Tl 
Like a lot of developers, Treyarch listens to its fans. But while G) 
Olin says that some Call of Duty fans have made interesting and 

intelligent suggestions, some of their ideas are just...weird. “It < 
took me a while to realize that he was being serious,” Olin says, 

“but someone suggested that the kill cam should start with the 

bullet being manufactured, and you’d then follow it as it’s boxed LL 
up, shipped overseas, handed out, loaded into a weapon, and 

then kills you. And he said this should last no shorter than three 

minutes.” 


A HEAD IN THE GAME 

Like the Modern Warfare games, Black Ops takes inspiration 
from such films as Apocalypse Now. But apparently some 
people at Treyarch like to watch TV as well. If you help Richard a 
Nixon up while you're fighting zombies together, you'll hear 
him declare, “Nixon’s back!” It’s a line, Olin concedes, Treyarch 
cribbed straight from an episode of Futurama. “There are also 
some interesting references in the Zombie mode, but we don’t 
want to spoil them.” 


STRIKEFORCE 
So we’ve established that the people are Treyarch are fans of 
movies and TV shows. But it may shock you to learn they’re 
also fans of videogames. That might explain why they cribbed 
one of the Wager Matches from another game. “Gun Game 
was a Counter-Strike mod originally,” Olin says. “We refined it, 
of course, but it came from Counter-Strike. And again, this was 
something our community suggested.” 
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We pause for several moments so | can take 
them in. There’s a collection from the Academy 
of Interactive Arts and Sciences from 2008, 
when the first Gears of War ran away with 
numerous awards, and I’m noting there’s even 
something from a Mac specialist magazine 
when Bleszinski points to another clear piece 
of Lucite: an award that, oddly, appears to have 
his name etched on it, in reverse. “The facilities 
people put my award in backwards,” he says. 
“They did that just to f**k with me. That’s the 
beauty about being high-profile in this company, 
nobody ever lets you get a big head.” 

It becomes apparent, quickly, that everyone 
at Epic is in on the joke. It’s generally under- 
stood by the Epic staff that Cliff Bleszinski, the 
constant tweeter, snazzy dresser, generally 
outspoken game designer and media ham, is 
not the same guy who shows up to work every 
morning. 

“I came in with that perception,” admits 
Gears.of War producer Rod Ferguson. “I was a 
little bit nervous about who this person was— 
flashy, full of himself, huge ego. | realized very 
quickly there’s the face Cliff presents to the 
industry. But then there’s the real person, who 
is a really talented game designer, who knows 


what he’s doing and is really capable, and is 
easy to work with, and really creative. Once | 
learned about that separation, and understood 
it, it made a lot more sense, and we've had a 
great relationship going forward.” 

It isthe calm, seasoned Ferguson who has 
earned a coveted place of trust as Bleszinski’s 
sounding board on all things Gears-related. 
Over the course of their working relationship 
on the franchise, Bleszinski, with his die-hard 
“play it until it feels right” mentality, has come to 
embrace some of Ferguson’s methodology: A 
little planning can go a long way toward improv- 
ing schedules and ultimately making a better 
game. Also not lost on Bleszinski is Ferguson’s 
dedication to doing whatever it takes to make 
Gears a success. “We call him the Rodmower,” 
Bleszinski says, “because he just keeps going.” 

The youngest of five brothers, Bleszinski 
spent his childhood in the fairly affluent suburb 
of North Andover, just north of Boston, Mas- 
sachusetts. He credits his paper route there 
for helping develop a strong work ethic at a 
young age. Having recently returned from a trip 
to his old neighborhood, he was reminded of 
how he would steal Playboy magazines out of 
his neighbor’s mailbox. “He never got a single 
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CLIFF 
LESZINSKI 


THINK YOU KNOW THE FLIPPANT POSTER BOY FOR THE 
SUCCESSFUL GAME DESIGNER? THINK AGAIN. 


By Tom Russo 


here’s no reception'desk at Epic Games. But moments after I’m met at the keycard-activated 

door, Cliff Bleszinski’s,smiling face greets me in what feels like the lobby. The spacious entryway 

is decorated with several trophy cases brimming with awards from every imaginable outlet, 
belying both Epics’ history and.its dedication to excellence. 


issue,” Bleszinski says. “It would show up 
discreetly packaged, and it was obvious what 

it was, and I’d gank it every month.” Like many 
imaginative kids, Bleszinski reveled in pranks, 
such as unscrewing one bulb on the neighbor's 
Christmas lights, just enough to interrupt power 
to the entire string. 

Upon entering his office, his desk immedi- 
ately catches your eye. The shelves are a monu- 
ment to classic Transformers figures, as well as 
figurines from the animes Star Blazers and Force 
Five, which were the formative fictions of his 
youth. But one office decoration clearly doesn’t 
belong. “This is how much | love the guys | work 
with,” he says, “I came in one day, and there’s a 
Justin Bieber poster on my wall.” 

Throughout the day, Bleszinski often refer- 
ences the teammates he’s had in his 18-year 
career. He is the first to remind you that the last 
game he made by himself was the first one he 
made in his bedroom at age 17, a shareware 
adventure game called The Palace of Deceit: 
The Dragon’s Plight. (“| couldn’t program well 
enough to make an action game,” he confess- 
es.) If that seems like a young age to start, keep 
in mind that he wanted to be a game designer 
since long before that, when at age six, he first 
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saw Space Invaders. 

Further perusal of Bleszinski’s desk reveals the 
original NES he owned as a teenager. Stickered 
and worn-looking, it’s definitely seen its fair share 
of use. Bleszinski points to the side of the console. 
Along its edge are a series of small hash marks 
made by a thin black marker, grouped in sets 
of five. “Il used to mark off the games I’d beaten 
on the side,” he says, “like a fighter pilot.” While 
some of the marks are faded, there are enough to 
indicate about 60 games beaten. 

This is the same NES Bleszinski was playing at 
age 15,.when his family got the call that his father, 
an engineer at Polaroid, had fatally collapsed of an 
aneurism. Not long after, his mother relocated Cliff 
and his older brother Tyler to Laverne, California, 
outside of Los Angeles, where Bleszinski began 
high school. As a shy student with a love for 
drama class, Bleszinski spent the better part of 
his years in California attached to his computer, 
teaching himself to make games, and doing the 
occasional theater production. After emerging 
from that bedroom with his first published game, it 
wasn’t long before Bleszinski’s dedication to gam- 
ing became obvious to Epic founder Tim Sweeney 
and his colleague Mark Rein. It was Rein who 
convinced him to join the company. The three have 
worked together for the last 15 years. 

“As anybody knows when they meet Cliff for the 
first time,” Rein says, “there’s a massive amount of 
passion there. He just loves what he’s doing. He’d 


do it for free if he had to. He loves trying to figure 
out, what’s the hook? What makes this fun? For a 
long time, he’s been the ‘find-the-fun guy’ at Epic, 
for every given game. He had that right from the 
beginning, | think he was born with that.” 

And find the fun he does. Ferguson explains 
how during one Gears playtest session Bleszinski 
just blurted out the idea for the curb stomp. Two 
days later they had it working in the game. Epic 
president Mike Capps also tells how Bleszinski 
simply refused to let go of the idea for the Lancer’s 
chainsaw attack. 

“We fought a lot about that and we finally let 
him get the chainsaw in because he wouldn’t quit 
whining about it. It drove me crazy,” says Capps. “I 
was like, fine, you can have the chainsaw, but not 
a melee system. The chainsaw is an instant kill. Of 
course he got that, and it was absolutely brilliant. 
It’s our lightsaber now.” 
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Those creative contributions are immeasurably 
valuable to even the most casual Gears players. 
But what’s more impressive, as his co-workers all 
describe it, is Bleszinski’s unique eye for subtle, 
on-the-fly tuning. “I’ve never seen a person come 
to a game and play it,” says Ferguson, “and say 
odd things like, ‘speed this up by 10 percent,’ or, 
‘take half a second off this,’ or ‘this needs to be 
35% louder,’ these little things that take a game 
from an 85% to a 95%.” 

Rein and Capps agree. Rein explains that Blesz- 
inski has a long history of contributing to every title 
in the Epic catalog. Capps, however, experienced 
Bleszinski’s guidance firsthand before joining Epic. 
“I’ve been the designer on the other end,” Capps 
says, recalling his days at Scion studios working 
on a version of Unreal Tournament, “and I’ve got 
my share of comments from Cliff, so | know he’s 
right. When | get pushback from the other studios, 
and they’re like, ‘who is this guy telling us what to 
do?’ | tell them ‘I think he knows what he’s talking 
about.’ At some point, you have to trust the guy. 
He’s had a couple strings of successes.” 

It’s easy to draw parallels from Bleszinski’s 
growth as a designer to the industry’s evolution. 
He’s moved from shareware adventure games to 
side-scrollers to first-person shooters, and most 
recently, helped define this generation’s third- 
person action games. But there’s also something 
unique to Bleszinski that he doesn’t share with 
many of his contemporaries. 

“It’s not just growing up with the games indus- 
try,” says Epic president Mike Capps, “but growing 
up very much in the limelight in the games industry. 
When you think about other big personalities in the 
game industry, Will Wright or Sid Meier, those guys 
were adults by the time that happened to them. Cliff 
was a teen when he was getting that kind of atten- 
tion. We all watched him grow up. People still judge 
him a little bit for what they saw first from him, but 
he’s evolved so much as a designer, as a person.” 

Having known Bleszinski since he began work- 
ing on the first Unreal, the idea of two Cliffs, the 
public persona and the focused developer, seems 
odd to me; you always had one with the other. Rein 
acknowledges this himself. “When you grow up 
with somebody, you don’t really see them change,” 
he says. “They just change. It’s hard for me to talk 
about Cliffs changes, because | think he still has 
his best qualities.” 

But he has changed. Like anyone else, he’s hit 
his bumps in the road. At 35, he is on the other 
side of a divorce. And while he may still possess 
that childlike heart, Bleszinski himself recognizes 
he isn’t the restless 20-something he once was. 

“In my 20s, | didn’t know what to do with my 
spare time,” he says. “Now if | have some spare 
time, I’m perfectly comfortable sitting at the beach 
with a trade paperback comic, a beer, my girl and 
my dog. | work the extra hours as needed, but 
when the time comes to go have fun, I’m like Fred 
Flintstone sliding off the back of a brontosaurus.” 

And after 18 years of making games? “I’m still 
just getting started.” 
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So what’s your day-to-day like in the 
office these days? 

I’m splitting my time between Gears of War 
3, Bulletstorm, Project Sword, and some 
unannounced stuff. But I’m still managing 
to find time to be involved at a micro level 
as well as a macro level. I’ll be like, “Lee, 
what’s going on with this gun, it feels really 
underpowered in multiplayer, can we bump 
it up a little bit?” Playing through the levels 
in front of the team, and giving feedback 
like, “This section just isn’t working, we 
need the gun turret to operate differently.” 
At the same time, working with Rod on 
what the commercial is going to be, what’s 
our next “Mad World.” And working with 
the press to evangelize the game. 

Mike Capps mentioned you were work- 
ing on a new intellectual property. 

He actually confirmed it? We’re starting 

to get to that fun phase, keep your eyes 
peeled for GDC this year. 

So this new IP was your idea? 

Um, it started off like that, but it’s mutated 
since then. When we hired a designer, 
[Prototype lead designer Eric Holmes] to 
work on it, he had to make it his own. I'll 
tell you it doesn’t have orcs and elves in it 
[laughs]. I’m going to let Blizzard own that 
space. 

You seem pretty content these days to 
put some outlandish stuff on Twitter. But 
|! remember after the first Gears, you 
seemed to go through a very serious 
phase... 

After Gears shipped | became really 
nervous, | lost a lot of that edge that | used 
to have. | used to dress goofy, and say 

all sorts of outlandish s**t. But right after 
Gears, there was some time where | just 
got really paranoid. Right after Gears, | was 
like, “Oh my god, is somebody going to”... 
don’t know where it even came from, man. 
Like some weird postpartum depression 
from shipping the product. | got really 
nervous, and became very corporate for a 
while there. 

You did! 

Then eventually, | was like—f**k it dude. | 
am who | am. Mark Rein reads my Twitter 
and thinks it’s funny, and occasionally, he'll 
call me up and say, “What’s up with that 
comment?” But Epic gives me the wiggle 
room to do what | want, which is really 
sweet. | can’t appear too corporate. We 
work with Microsoft, but there are things I'll 


ve been quoted saying! don’t like the PSS 
controller, and I still don’t like it. [need gamers to 
know I’m going to give them my honest opinion, 


that I haven’t gone corporate. 


call Microsoft out on if | don’t think they’re 
doing a good job. You know, I've been 
quoted saying | don’t like the PlayStation 
3 controller, and | still don’t like it. | need 
gamers to know I’m going to give them my 
honest opinion, that | haven’t gone corpo- 
rate. They look to me, | believe, in certain 
instances to give a good valued opinion 
on pop culture, games, and the industry 

in general. 

You’ve mentioned you get a lot of haters 
on the Internet, but there have clearly 
been some benefits to being Cliffy in 
real life. What are some of the perks? 

| went to The Hangover [movie] premiere. 
And | sat next to Wayne Gretzky, and Jerry 
Ferrara [Turtle on Entourage}. | get free 
beer at bars, because bartenders like the 
game. 

Right, movie premieres hosted by your 
friends at Legendary Pictures, who are 
making the Gears movie. As the execu- 
tive producer of the movie, what’s the 
latest on its development? 


The studio, God bless them, wanted to do 
a 120-million dollar movie with [Under- 
world director] Len Wiseman. And then 
they put it through their profit-generating 
machine, to see if it made sense to have 
an R-rated movie, without much of a love 
story, and without Will Smith’s kid in it. 
And it didn’t add up. So they want to do 

a smaller, District 9-type version. And that 
could work too. So they are talking to 
some prominent writers, who are going 

to do an updated take on it. Sometimes it 
takes a while. | would rather take our time 
and get the movie right, than continue 

the trend of another laughable, horrible, 
eye-rolling videogame movie... Len is no 
longer attached, unfortunately. The project 
is just now coming out of development 
hell. Hopefully, fingers crossed, it comes 
together. I’m also hoping Bulletstorm gets 
optioned too, because the story is turning 
out great in that game. 

On top of creating games and producing 
movies, you’re making good money and 


driving an amazing sports car. But! also 
know it wasn’t always like this for you. 
You were a middle-class kid in junior 
high when you lost your father at age 
15. That must have been tough. 

lt was tough, man. Up until that point, my 
parents seemed to have this perfect little 
Donna Reed-type marriage. After my father 
died, my mother didn’t have a lot of friends 
so she basically confided in my brother 
Tyler and | that the marriage wasn’t always 
perfect— maybe to a point where there was 
too much information, as far as overshar- 
ing with her teenage sons. But at the same 
time, we grew closer through that. And 
ultimately, moving to California was the 
best thing that ever happened to me. If my 
dad hadn't died, | would have wound up 
going to like, Northeastern and become an 
engineer or something. Maybe | would not 
have gone down this path. Because my 
mom was finding herself for a couple years 
after my dad died, it allowed me to hole up 
in my room with the computer. Thankfully 
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it was that instead of going out and getting 
into major trouble. 

You credit your brother Tyler for helping 
to keep you out of trouble, but it was his 
computer you co-opted as well. 

The first computer we got, the Apple llc, 
my parents got for Tyler. He was too busy 
chasing girls and playing football and stuff, 
so | was like, “Okay.” and | started coding 
and playing with it, and | just took it over 
from him. | was probably 10 or 11 at the 
time, and | got Adventure Construction 
Set and started making games with that. 

| just wanted to make games. There was 
something about manipulating an image 
on a television that | found very intriguing. 
It was like, you’re controlling the show. 
What kind of games were you making 
as an 11-year-old with Adventure Con- 
struction Set? 

| made a game where you were a sperm 
cell traveling from the testicles all the 

way through to conception. It was called 
Spermatozoa. | swear to God, | still have 
the instruction book somewhere. But that 
was the kind of kid | was, | was fascinated 
with the clinical process of reproduction. 

| was this weird little kid who decided to 
make a game about the creation of a baby. 
Um, do you remember Where in the World 


is Carmen Sandiego? 

Sure. 

When they were hunting for Manuel 
Noriega, | made a Where in Panama is 
Manuel Noriega? text adventure game. | 
sold it to my history teacher my freshman 
year of high school. 

At that time in your life, you’re into com- 
puters, you’re a self-confessed drama 
nerd, and admittedly a late-bloomer. 
Were you ever bullied? 

Oh yeah dude, | was tweeting about this 
just a couple weeks ago. It wasn’t really 
bad in Southern California, it was bad in 
New England, in junior high, in particular. 
Once | got to high school, things were 
pretty chill... | was just back in New 


liked it. [laughs] So | thought, maybe | 
need to move onto something a little more 
friendly, as far as accessibility, and looked 
at Sonic and Mario and saw how popular 
those were. Aping Sonic, and doing Sonic 
with a gun, was really where Jazz 
Jackrabbit was born. 

You mention you taught yourself how 

to program, but you weren’t a strong 
enough programmer to make an action 
game. So how did you manage to get 
Jazz going? 

I’m not [Epic founder and programming ge- 
nius] Tim Sweeney, | wasn’t going to figure 
out how to program in C. Thankfully, once 
| started working with Epic, | hooked up 
with [programmer] Arjan Brussee. He had 


Il wanted to be John Romero. 
That was what! set out to do. 


Honestly. 


England, and | was telling [my girlfriend] 
Lauren this is where | remembered the kids 
were picking on me on the bus. One kid 
dumped Coke on my head, and put gum in 
my hair, stuff like that. | was so upset | got 
off the bus early, and | was running off, and 
they were like, “Run Nintendo boy! He’s 
running home to his Nintendo!” And it was 
the most crushing thing at the time. 

That’s brutal. 

It was. But it built character, man. Bullying 
is a terrible thing, but | would not have 

the drive to do what | do or to be who | 

am if | wasn’t picked on a little bit. And 

I’m not condoning bullying because it’s 

a terrible thing. That’s your whole world 
there. People forget, they’re like, “It’ll get 
better,” but at that time—can you imagine 
me coming to work now and having one of 
my co-workers smacking me and dumping 
stuff in my hair? It’s horrible. But there’s 
also that [in a nerd voice] “I'll show you” 
that comes through. 

Perhaps it did give you the drive to fin- 
ish your first commercial game yourself, 
The Palace of Deceit: The Dragon’s 
Plight, with no instruction in game de- 
velopment. How were your first two pro- 
fessionally published adventure games 
received? Were there lessons there? 
After | did Palace of Deceit, which my 
mom was still receiving registrations at her 
house for as recently as three or four years 
ago for the shareware version, | did Dare to 
Dream, and it was a big lesson in usability 
for me. Because | was doing all these eso- 
teric puzzles, and all this weird, teen angst, 
that | had to get out through my creative 
works. And it sold like five copies. Nobody 


kind of a shoot ’em up construction set he 
was using to make a kind of Jurrican-type 
game. | was like, yeah that’s cool and all, 
but | like character-action platformers. So 
we did Jazz Jackrabbit together. [Arjan 
Brussee is now the lead programmer on 
the Killzone series.| 

How did you get involved with Epic? 

It was back in the CompuServe era, and 
Epic had just put out Ji// of the Jungle. That 
was Tim Sweeney’s game, and it blew up 
really big for him. And | had downloaded 
that and checked it out. And there was 
this call for developers to “work with us.” | 
emailed Tim Sweeney and | ended up get- 
ting a phone call from [Epic vice president] 
Mark Rein. Mark, as you know, is a very 
bullish person. He’s the most American 
Canadian you’ll ever meet. My first flight by 
myself was to meet with Mark in Canada, 
where he was based at the time. | was 
really just going there to meet and greet 
these guys, but | made the mistake of 
telling customs | had work and samples 

of my work with me. Of course Epic is an 
American company, but | got held up in 
customs, as this super-green American kid 
who is terrified he’s going to be sent back 
to America and given a body cavity search. 
Thankfully, | got out of that. 

So you were still living at home when 
you were working on Jazz. What do you 
remember from that? 

My mother, freshly transplanted from 

New England, was such a fan of the 

warm weather she wouldn't run the air 
conditioner. She’s like, “Clifford, just open 
a window, you'll be fine.” When you get 
inland in Southern California in the 


summer, it’s literally 115 degrees. I’m not 
near the ocean, right? I’m like open a win- 
dow? It feels like you're opening an oven! 
I’m on the second floor, where the heat 
rises, and | have three computers running, 
my room was like 120 degrees. That was 
another motivating factor to get out. To this 
day | still whore my air conditioning like 

a runaway. | set that thing at 67 degrees 
every night when | go to bed. 

You said you designed 95 percent of the 
levels for Jazz yourself in that bedroom. 
What did that process entail? 

| had to build sheets of tiles for the world. 


And then | had a tile editor, where | not only 


had to place and build the level, | had to 
define collision for each individual bit. But 
| also had events that | could place in the 
world. As in, this is this kind of creature, 
this is this kind of trigger... and literally, 
map it all out. | rarely planned back then. 
In hindsight, if | planned a little bit better, | 
could have had better levels. | remember 
looking at articles about Nintendo, and 
how they were surgical about how the 
boards were laid out, whereas | was just 
winging it the whole time. 

Yes, but at that point you’d played so 
much Mario and Sonic. Wouldn’t you 
agree there was probably enough “feels 


right” in what you were doing, based on 
your game-playing experience? 

Rod always says I’m more of a holistic 
designer than, say, a spreadsheet designer. 
I’m a big fan of “feel-based” design. | can 
only see like two steps ahead of me, | can’t 
see the end game immediately. 

How did that work for the first Gears? 
You were definitely in uncharted terri- 
tory with that title. 

With Gears, we really weren’t sure what 
kind of game it was going to be, until we 
iterated, and we saw the cover system in 
Kill.Switch. We decided we could riff on 
that, and then we saw Resident Evil 4, and 
that proved the over-the-shoulder view 
was viable, and we knew we could do 
something that wasn’t first-person. And 
then you’re panning for gold, man. You're 
chipping away, and sculpting. It’s like 
Edison said, “| didn’t make one lightbulb 
that worked, | made a thousand that didn’t 
work.” 

You fail early and fail often, and that’s the 
beauty of having those good toolsets. You 
can play around and immediately get your 
game up and going, and immediately see 
what’s fun and what isn’t. That lowers the 
cost of development. Because when you’re 
making a game, and you're making a new 


IP, [you want to] get all the “nos” out of the 
Way, aS SOON as you Can, in order to get to 
the “yesses.” That’s what panning for gold 
is. That’s what a lot of people in the indus- 
try don’t get, they want to know exactly 
what the game they’re building is from the 
second they start to the second it’s done. 
They don’t allow any wiggle room, and that 
doesn’t allow for the magic to happen. You 
need the creatives to be creative, and have 
that spontaneous kind of spark moment. 
You were working on Jazz when you 
witnessed the Doom phenomenon. 

How did you make the leap into first- 
person shooters? 

| knew where the future was going even 
before | saw Doom. | remember looking 

at the back of, | can’t remember which 
magazine, but it had screenshots of Ultima 
Underworld...this texture-mapped world. It 
just blew my brain because all the polygo- 
nal 3D games to that point were untextured 
crap. | remember being on a conference 
call with Mark Rein and Tim Sweeney 
when we first downloaded [Doom], and 
they were like—this is the future, this is 
where everything is going. They just knew, 
the writing was on the wall... 

We really started ramping up our 3D devel- 
opment shortly after Doom came out. 
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| was wrapping Jazz and Tim Sweeney 
sent me the first version of the editor, 
which later became the first editor we built 
Unreal with. And | remember being able to 
add and remove shapes, and create these 
kind of spaces, and that in itself was kind 
of addicting. To be able to craft worlds... 
building the levels that became the mo- 


Ihave a problem with certain 


over people. 


ments | was responsible for in the first Un- 
real, like crashing the ship, and the Skaarj 
introduction when the lights turn out. 

Oh yeah, that was a great moment. But 
for a long time, through the develop- 
ment of the Unreal series, Epic held the 
mantle of second runner-up to the tech 
and games created by id Software. But 
in this last generation, with the success 
of Gears and the proliferation of the 
Unreal engine, Epic has really surged 

to become the leader. Was that sense 
of rivalry something that drove you, or 
drove the company? 

Oh yeah, | wanted to be John Romero. 
That was what | set out to do. Honestly. 

| have a lot of respect for the guy. | was 
just a teenage kid watching the success 
of Doom. And | was like, “Ahhhh! | have to 
get in on that!” And | saw what John was 
also doing as far as image, in making the 
job fun and cool. And to be fair—| have to 
speak very carefully here—maybe he took 
himself a bit too seriously. He would never 
take a picture of himself in a bunny suit. 
Which was one of the things | learned 
from watching what he was doing. You 
can be the rockstar game developer, but 
you shouldn’t be afraid to look like an 
idiot. [laughs] | have no problem doing 
that. 

At what point did you realize Unreal was 
going to be big? 

| think it was at E3, one of the ones in 
Atlanta, and we had a pretty okay demo. 
And Miyamoto came over and checked out 
the game. | was shaking like a kid, horrified 
and excited because, you know, I’ve met 
a lot of actors and directors, and they’re 
cool. But | don’t get blown away by them, 
because in my heart of hearts, it’s always 
been about games. So meeting Miyamoto 
was like, for me, meeting Jesus. Here’s 
the man responsible for so much of the 
fun I’ve had as a child. And later, [teaching 
me] about game design, and what makes 
a game fun and sticky. [Imagine] being an 
18 year-old kid working on a big 3D game 
that had already received its share of cov- 
ers, and having your childhood hero come 
over and check it out. And in two minutes 
trying to explain to him why this game is 
different, as far as the weapons | put in the 


. larger publishers that 
Z\ ultimately value process 


game, and the things we’ve crafted. He 
was like, “This is kinda cool, | guess.” He 
didn’t seem impressed. Which is a bit of a 
letdown, right? | still see him at confer- 
ences. | don’t know if he remembers me 
or Knows who | am. But | always run up to 
him and say hello. 

You never really got to hang out with 
him though? 

No. [Sims Creator] Will Wright has 
managed to foster that relationship. | 
remember a couple years ago at the DICE 
conference, the conference was wrapping 
and | saw Will Wright and Miyamoto get 
into a sedan and go off to do Vegas. And 
I’m picturing this Hangover-style adven- 
ture where the two of them go off and get 
into all kinds of shenanigans. | later talked 
to Will and it turns out they saw a Cirque 
de Soleil show and just chilled. But | liked 
the idea of the two of them getting into 

all sorts of trouble, which I’m sure they 
didn't. 

So at what point did you feel your 
games were competitive with id’s? 

If | recall correctly, Unreal Tournament 
outsold Quake ///. So for us, that was a 
monumental moment. And we’ve been 
very fortunate in the engine business. But 
it wasn’t just us having great tools, it was 
also salesmen like Mark and Jay Wilbur 
knocking on everyone’s doors and say- 
ing, “You can make better games if you 
use our tech.” | still have a tremendous 
amount of respect for everyone over at id, 
and | think Rage looks fantastic. 

And after Unreal Tournament, you were 
ready to move on to Gears? 

We had an opportunity with Microsoft 
launching the console, and Unrea/ had 
done well for us, but | was ready to move 
on to a new IP. | had wanted to see that 
chainsaw gun since 1998. | had an old 
game design called Overfiend that | did. 

| still have the design docs. You were 

this guy with morphing armor in this city 
fighting demons. | had the concept. 

Then finally, when we got around to doing 
Gears, | got to get that gun in a game. 

Do you feel you have a competitive ad- 
vantage being the first to use the latest 
versions of Unreal tech? 

It is absolutely in our best interest for 


everybody who licenses our tech to make 
games that are better than ours— because 
it makes them look amazing. Arkham Asy- 
lum and Mass Effect look great, BioShock 
Infinite looks stellar. We want people to 
license our tech and make games that just 
blow us away. Then we try even harder 

on our end—it’s a great game where the 
consumer ultimately wins, because it’s 
higher-quality titles. 

Right. But you still get to use that new 
tech first. 

We have to use it first because we have to 
suss out all the issues. We’re not going to 
build a piece of tech that we’re not using 
Ourselves. 

Interestingly, Mike Capps mentioned 
just earlier today that the Unreal // en- 
gine was first used in America’s Army 
before Unreal Il was even published. 
Yeah, that happens. And Klingon Honor 
Guard used our engine before Unrea/ 
shipped. People have done it. It’s not 
something we initially recommend. We like 
shipping a game first and working out the 
issues, and then other people get it with- 
out enduring the growing pains of figuring 
out all these new toolsets. The goal is to 


teach them how to use them properly. 
So at this point, you’ve survived some 
pretty difficult development cycles. You 
mention a tough crunch living in Water- 
loo, on the outskirts of Toronto, Canada 
to finish the first Unrea/. Looking back 
now, what would you say was the most 
difficult thing you’ve had to deal with as 
a result of your career? 
An imploding marriage that cost me 
basically all the money | made on Unreal. 
Which was a shame. Developers should 
get pre-nups. I’m sorry, and this is a very 
candid, personal kind of talk. What tradi- 
tionally happens to game developers, not 
all, but some, and often it’s a very quiet 
guy, they marry their high school sweet- 
heart or the first girl they ever really date. 
And the girl latches on—and I’ve known 
some good guys who got totally hosed as 
a result. You know, if you have kids you 
better damn well pay for your kids. But 
if you have someone who maybe helped 
out, maybe did a little laundry around 
the house, and never had kids—and that 
person takes 75% of everything you have. 
That kind of sucks man! People need to 
h 


protect themseives, women alike, t 


same holds for prominent female develop- 
ers, they need to be protected as well. 
You talk about the financial strain of the 
divorce, but what about the emotional 
one? 

| Knew the marriage was dead two years 
into it. It was one of those situations. When 
the divorce was going on, | was listening to 
a couple songs on repeat like a sad teen- 
age girl. One of them was Evanescence, 
“My Immortal,” and the other was Gar, 
Jules, “Mad World.” Which was weird! 
Because while they were filming us for the 
MTV special, the ad agency came in and 
proposed using that song, and | almost 
turned ghost-white. | was like, how did 


you pick that song out of all the music you 


could use? But she’s moved on, and she's 
remarried, so really, good for her. And | 
have found someone who is absolutely 
amazing. 

So you’re in a good relationship now, 
and your personal problems are behind 
you. What gets you most excited to get 
to Epic in the morning? 

The new IP. | believe we as game designers 
are the Stan Lees and Jack Kirbys of our 
day, and we're creating these universes 
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Il don’t want absolute 
control, because for 
every Lancer idea, 
there’s another idea 
that’s kinda dumb. 


that leave a huge impact on people. Gam- 
ers vote with their dollars and they often 
like established IP, but those IPs came 
from somewhere, right? Ca// of Duty was 
crafted by the original Medal of Honor 
guys. Gears of War was crafted by the 
Unreal Tournament guys. | look forward to 
crafting what’s next. 

Do you feel like you need a new hard- 
ware platform to build a new 
experience? 

There are two ways of looking at it. There’s 
an old exec who used to say, “Whenever 
you have a new generation of consoles, 
you can take the same old game, put it 
out with new graphics and it will do fine,” 
which in some ways is true. But you know, 
you really want the perfect storm of new 
IP, with anew game mechanic, and new 
technology. Which is also the perfect 


storm of risk. If somebody wanted me to 
bankroll a studio with the plan Epic had for 
[the first] Gears, |’d say they are out of their 
minds, I’m not putting my money into that! 
But we had a dream, and we believed in it, 
and we made it. 

At a certain level, don’t you buy into the 
people? 

This is why | have a problem with certain 
larger publishers that ultimately value pro- 
cess over people. You have to believe in 
the people. That’s what the agents at CAA 
are trying to do, in leveraging the talents. 
It’s about the people who built the game. 
It’s like—I have friends in the restaurant 
business. If you start a restaurant, you hire 


an executive chef to create a menu for you. 


The majority of the time, once that menu 
is built, he gives you the formula for all of 
it. Then you usually get to keep that menu 
because he’s your employee. Two weeks 
after opening, you don’t like him, you can 
get rid of him and get a secondary chef to 
follow that formula. And they will [make the 
same dishes] for you, about 80% as good, 
the average person won’t notice. You have 
the rubber stamp. In games, you have 
guys like [BioShock creator] Ken Levine 
and [God of War creator] Dave Jaffe, 

guys who can craft the stamp. That is the 
most valuable thing in the industry. In my 
opinion. Period. 


To that point, you’ve spent your entire 
career at Epic. No interest in leaving? 

If Someone came up to me tomorrow and 
said, “Here’s half a billion dollars, make 
the game you want, and nobody will ever 
say no to you,” I’d probably say no. | don’t 
want absolute control, because for every 
Lancer idea, there’s another idea that’s 
kinda dumb. Rod’s always like, “Dude, 
really? Really?” | like that system of checks 
and balances. A person can reach a 
certain level of success where they might 
not get edited anymore, and then they 
wind up making bloated stuff. And that’s 
not a freedom | would necessarily want. | 
can see myself retiring at a certain age and 
consulting. I'll be like, “Hey, I’ll play your 
game, and you give me some money, and 
’Il give you my opinion.” That could be fun, 
but that’s not going to be for a while. 
Bethesda’s Todd Howard said some- 
thing similar when | interviewed him. 

He essentially said why leave when 

he’s paid well, he’s making the games 
he wants to make, with the people he 
wants to make them with. It’s the same 
for you? 

Yeah. That said, I’m only limited by band- 
width. We’re doing one new IP, but if we 
had an infinite amount of people, we could 
do four more. | have plenty of ideas kicking 
around up there. ha 


Favorite TV Show? 
Breaking Bad is the s**t. Hands down the best 


‘TV show I've seen in years. It’s amazing. | got 


to meet Jesse [actor Aaron Paul] at the Kinect 
launch and | totally fanboyed out on him... 
Sons of Anarchy is pretty good too. 

What music are you listening too? 

Dude, | know it's pop and it’s rap, but I’ve had 
this weird love affair with Nicki Minaj. She’s 


@ blowin’ up right now. She’s one of the best 
- female rappers I’ve ever heard. Kanye is also : 
J just killing it lately. | love Kanye, he’s such 
_adouche. I’m convinced Kanye West is to 


rap what Andy Kaufman was to comedy. He 


_ knows he’s just als with everyone and he’s 
_ getting away with it. 
_ What are you reading? 

_Mark Millar’s Ultimate X-Men which is really 
good. | also just read the book on Zappos, by 


CEO Tony Hsieh [Delivering Happiness: A Path 


to Profits, Passion, and Purpose]. That was 


a fascinating insight into the world of Silicon 


‘Valley, web 2.0 entrepreneurs. Which is a world 


I'm glad | get to exist outside of, because | 


_have a buddy doing that, and it’s tough. Those 


guys kill themselves. 
l'm personally skeptical about that space. 
I saw firsthand the gold rush of the first 


_ Internet bubble, and | know it’s very differ- 


WWW. 


ent today. 
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The one thing about Silicon Valley is you’re 
seeing people become millionaires and billion- 


aires off other people’s content. People who 


just provide a way to connect. | love YouTube 
as much as the next person. But | watch my 


_ 14 year-old nephew using it as a music player, 


and those artists — initially, | don’t know about 
now—they aren’t being compensated for us- 
ers’ videos that they uploaded. That sucks... 


People work on that stuff, they work hard on ‘it 


Favorite movie of all time? 
The Big Lebowski is the greatest American — 
movie ever made. “The bums lost!” Which 


[noted Unreal fan, porn star, and friend to Cliff] 


Asia Carrera was in by the way. 


You’ve been sentenced to death for acrime | 


you didn’t commit, what do you have for 
your last meal? a 
Cheese pizza from Pizza Regina in the North 
End of Boston. That, or my mom’s potato 
pancakes. Every time | eat those | may 
flash back to my childhood. 

Since we just went to lunch in it, | know | 
you drive a Lamborghini, but what model : 
exactly? 
It’s a Lamborghini Gallardo LP560. | : 
Two-seaters aren’t always the most practi- 
cal car. Do you have another? — : 
| also have a Mercedes. It’s like a giant, fast 
sofa—I| don’t want to sound like I’m bragging, 


_ but the Lamborghini is a work of art. 


Having just been in it, | couldn’t agree more. 


Are you going to teil the a about the guy in 


the Quik-E Mart? 

Maybe. [Polite version: We stopped at a 
convenience store on the way back to the 
office. Another customer rhetorically asked _ 
if the Lamborghini had the desired effect on _ 
the ladies.] _ 

| would never sieep with a girl who just likes 
my Car. That’s the fastest way to get an STD. | 
You’re chosen to colonize Mars, but space 


_travel limits you to two personal items. 
What do you bring with you? 


[without hesitation] A shakeweight and a 
fleshlight. [laughs] : 


| You're very active on Twitter, and you men- 


tion you hate the generic/boring updates. 


What’s your favorite recent tweet? | 


One of my more controversial ones from a little 
while back was, “Young men of America, you 
need to spend a little less time rooting for your 
favorite sports team, and alittle more time __ 


rooting for yourself.” | have an appreciation 


for pro sports, I’ve been on the sidelines at a 


_ Steelers game, and I’ve been to MMA with Joe 


Rogan, and met (UFC founder] Dana White 


_ and the fighters. It’s awesome, and it’s good 


to have people to root for, but get something _ 
going for yourself, you know? : 


By Brandon Justice 


hen it comes to emerging industry trends, —2qval footing, you're always going to lose." 
is ‘zpie ; One developer who knows a lot about 
it’s difficult to mention the casual space to 


going toe-to-toe with the likes of EA is 
a veteran gamer without inspiring a bout Quickhit lead designer David Zdyrko. A 


‘ former developer at Visual Concepts on 
of condescending laughter. Sure, they the NFL2K series, he was hit hard by the 


may engage in the occasional bit of flirta- studio’s exit from pro football when the 
tion with the latest Facebook time-waster, but the fact Is license became an EA Sports exclusive 


bt ; ' in 2005. “Losing [the NFL license] while | 
that the majority of the war-mongering, zombie-fearing, a ) 


was at 2K was probably one of the tough- 


motion-sensing masses still see casual gaming as the est things I’ve had to deal with,” recalls 
sad, slow sibling of “real” videogames. CNG, lcscteeniaha I've cata a scala fan 
my entire life and the NFL /s football. 

And yes, it’s understandable that most in the market despite EA’s well-publicized But when Anderson landed a deal to 
console consumers don’t consider the hold on the console NFL license. “When bring the NFL license to Quickhit’s brows- 
likes of Cow Clicker or Cupcake Corneras _ you talk about the landscape of gaming, er-based coaching RPG in the summer of 
viable alternatives to industry fixtures like obviously there are some big competitors 2010, Zdyrko’s focus finally returned to the 
Madden or Call of Duty. But on the busi- in the space like Electronic Arts or Take game he loves. 
ness side of the equation, few spaces are 2,” says Anderson. “You have to ask how This renewed opportunity and a keen 
hotter than casual. a small company [can] come into a new eye for the natural advantage of digital dis- 

Take, for example, social games giant space and be competitive with them.” tribution are proving to be a winning formu- | 
Zynga, which, according to U.S.-based It’s proven to be a tough question for la for the game’s fans. “With Quickhit, we | 
analyst Sharespost, had a recent valu- even the heaviest of hitters, leading even add enhancements to the game multiple | 
ation of 5.61 billion. That puts Zynga the upset-minded Anderson to grudgingly times a month, versus the console space 


slightly ahead of industry icon Electronic admit, “If you try to compete with them on where it’s essentially ‘one and done,’” says 
Arts in that department. And while the 
sudden rise of gaming’s latest 800 Ib. 


: : “Regardl f what ty 
gorilla has undoubtedly raised some .8 | p 
eyebrows at EA HQ, it’s the little guy who e ef ess Oo Ww a e€ 
seems to be benefitting the most from — 5 
this emerging market. of entertainment you re 

Jeff Anderson, CEO and Founder of 


Quickhit, Inc., believes gaming's latest talking about, consumers 


trend represents an unparalleled op- 

il oi 
portunity for independent developers. i t t ‘Th 
(Full disclosure: | spent time working with rea y wan Oo say; IS IS 
Quickhit as a lead designer, learning full 


well the uniqueness of this space.) Indeed, convenient for me this way.” 


the casual craze allowed Quickhit’s flag- 


ship title, Quickhit NFL Football, to do wet! = |URBINE EXECUTIVE PRODUCER KATE PAIZ 
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Kate Paiz of 
Turbine, Inc. 


There’s nothing 
“casual” about 
turning out great 
art to bring the 
interactive space 
alive. 
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Zdyrko. “Whatever you fix, you fix it next 
year. But here, you make a little screw- 
up...tune the running game too hard, too 
easy...and you can iterate on it a lot faster 
and make changes a lot faster, react to the 
end user’s complaints, exploits that they 
find in as little as a couple weeks. It can be 
a bit nerve-racking, but we love it.” 

But the casual space is proving to be 
much more than just a home for wayward 
football fanatics. For smaller studios like 
Blue Fang Games (of Zoo Tycoon fame), 
Facebook gaming has provided an attrac- 
tive alternative to the less-than-hospitable 
world of console development. 

Studio director Eduardo Baraf pulls no 
punches. “Generally, console development 
sucks. It’s really fun to make big-budget 
games and go through that process, but 
typically, the business model creates a re- 
ally unstable development atmosphere.” 

While industry darlings like Epic and 
Valve have little trouble naming their 
terms, smaller studios lack the same sort 
of leverage in negotiations, putting them 


in a precarious position with publishers. 
“They own the IP, you get a very small cut 
of the backend, and all the development 
risk is on the independent developer,” 
says Baraf, who strongly feels that the 
existing publisher-developer model is one 
of the key barriers facing indie houses like 
Blue Fang. 

“You secure a project, you build up your 
team, then you finish the project, and if you 
don’t have something built up immediately, 
revenue instantly stops, and most indepen- 
dent developers have to scramble to figure 
out what they’re going to do with their 
staff,” says Baraf. “Do they have layoffs? 
Do they burn through all the money they 
just made? It’s really a vicious circle.” 

Following a tough transition from a 
shrinking PC market to a crowded Wii plat- 
form via the THQ-published World of Zoo, 
Blue Fang regretfully found itself facing 
a similar dilemma, succumbing to layoffs 
despite its game selling nearly 1 million 
units across all platforms. 

It was then that studio leadership deter- 


mined they’d need to bounce back quickly 
or face further cuts. 

President Hank Howie says the solution 
began with an obvious inquiry. “The first 
question you should ask of yourself is, 
‘How am | going to get customers?’ It’s 
not an easy question to answer, and that 
was the beauty and strength of Facebook. 
It provides a relatively inexpensive and 
heavily viral way to get customers, and 
there’s a strong appeal there. So in the fall 
of ’09 we just said, ‘Hey, we’re gonna go 
for it.’ Instead of thinking about making 
online games in a separate way we said, 
‘That’s where we really need to be as a 
company.” 

The transition paid off, as Blue Fang’s 
flagship title Zoo Kingdom reached over 
1.7 million gamers in 2010, helping it land 
a multi-game deal that’s given the studio 
new life. 

But the casual space isn’t just making 
its mark on the indies. The crew at Turbine, 
Inc., a subsidiary of WB Games, recently 
completed a studio-wide transition from a 
subscription-driven business to a free-to- 
play model. 

Popularized by many titles in the casual 
gaming community, free-to-play games 
focus on small “microtransactions” from 
gamers rather than relying on monthly fees, 
and though Turbine knew that converting 
its titles based on fantasy favorites Lord of 
the Rings and Dungeons & Dragons would 
have it share of hurdles, the shift proved 
to be a real game-changer for the studio, 
doubling monthly revenue for the products 
almost overnight. 

Despite this shot in the arm, Turbine’s 
Tom George (who handles e-commerce 
and marketing duties at the studio) admits 
the shift was not without risk. “There 
were a lot of concerns around how we’d 
approach free-to-play, how it’s going to 
change this game that a lot of people were 
already engaging with.” 
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That said, George says the realities of 


the aster: model will only push game While industry darlings like 


quality forward: “With a free-to-play game, 


there’s no barrier to entry. There’s no barrier Epic and Valve have little 

to exit, either. In a subscription model, peo- 

ple feel like they have to get their money’s t bi a th - t 

worth. But with a free-to-play game, once rou e naming elr erms, 
you log out, there’s no reason to come back 


besides pure entertainment value.” smaller studios lack the 


Turbine executive producer Kate Paiz 


feels the move is even more important in its Same sort of leverage in 


ability to provide financial flexibility to the 
end user. “Regardless of what type of enter- 


tainment you're talking about, consumers negotiations, putting them 


really want to say, ‘This is convenient for 


me this way.’ Sure, going to a movie's great, in a precarious position with 


but it’s 80 bucks for the babysitter, tickets 
are another $20...god forbid | want to eat bil h 
anything. All of the sudden that enter- pu IS ers. 


tainment experience has cost me $150, 
whereas | can get video on demand at 
Bucking Tradition home and, sure, | have to wait a month, but 
it’s six bucks and | can microwave some 
here's more to gaming than your console strapped to a TV popcorn and |’m set. It’s that level of choice 
and customization that pointed us to the 
opportunity for Dungeons & Dragons.” 

Still, Paiz sides with George when it 
comes to the importance of game quality, 
noting that, ultimately, “engagement is king. 
The game has to be good, because people 
are coming for that. If they come in and 
have a good time, then they’re going to buy 
their ‘popcorn’ or their ‘soda.”” 

lt remains to be seen if older, more 
established genres will follow Turbine into 
this brave new world of snack food she- 
nanigans, but one thing is clear: In this age 
of “seasonal roll-offs” and studio closures, 
the casual space is rapidly gaining cred- 
ibility as a new frontier for folks outside the 
blockbuster bubble. 

While this fact may not make up for 
the endless sea of Farmville spam on your 
Facebook wall, it’s definitely a trend worth 
watching. Blue Fang's Baraf sums it up 
best. “If you have to sit down and say, ‘We 
wanna create original IP as an Xbox 360 
title, and we want to own it and we want to 
develop it, and we’re not just sitting on 10 
million dollars.’ How do you do that?” he 
asks. “You can’t bankroll that much money, 
So you have to find some sort of investment 
relationship, and if you have to be in that 
relationship, then suddenly you’re gonna 
lose ownership somehow. But as a start-up, 
as an indie group, if you want to get into the 
space, at least you can sit down and say, 
“You know what, we can risk a month. We 
can risk, you know, six guys. We can get 
our people together in a garage or small 
office and do something.” 

Making the most of that risk is no easy 
task, but considering the fact that this 
“garage” mentality spawned some of the in- 
dustry’s most revered development houses, 
you can't help but hope he’s right. 
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things happen at the end of the year: People look back at the year that 

was, and they look forward at the year that might be. And 2011 looks like it 

might be a year with so many great games that it would take a monthly maga- 

zine and a weekly digital magazine just to cover them all. But what follows 
isn’t just another look ahead at the biggest games of next year. We all know Madden 
NFL 12 will be huge, we all know Cail of Duty: Whatever will be huge. No, what follows 
are the games that we, the staff of Electronic Gaming Monthly and EGMi, are most 
excited about, the ones we can’t wait to play. Some of these will be huge as well, and 
some might not. But all have piqued our interest. Pau! Semel, previews editor 
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The revolution will be humanized 
in Eidos Montreal's forthcoming 
Deus Ex: Human Revolution 


By Evan Shamoon 


f the highest aim of narrative videogames is to grant the player as 

much creative freedom as humanly possible, then Deus Ex: Human 

Revolution has its sights set directly towards the heavens. The game 
will attempt to fuse the open-ended, exploratory ethos of the original PC 
title— many scenarios can be dealt with in more than half a dozen ways— 
with a modern aesthetic and approach to gameplay. It’s all drenched in 
the same sense of technological grandeur, and is easily one of the most 
ambitious videogames in the pipeline. 
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“This is the most challenging game I’ve 
worked on to date,” says game direc- 

tor Jean-Francois Dugas, regarding the 
development process. “A player that plays 
stealthy, for example, needs different 
rewards than the player who chooses com- 
bat...but in both cases it needs to be fulfilling 
and satisfying. Balancing out all those 
possibilities was a real challenge. There is no 
magic recipe—it’s all about iterating, getting 


feedback, and moving forward.” 

While the project itself is one of the “blue 
sky” variety—new studio, big budget, full 
creative control—the virtual sky it inhabits 
is blackened, toxic, and menacing. Call it 
the return of cyberpunk: Corporate power 
has run rampant, desolation’s engulfed the 
populace, and governmental conspiracy is 
all but ubiquitous. It’s 2027, 25 years be- 
fore the original Deus Ex, and biomechanical 


a IE 


augmentation is the defining technology 
of the generation. As one Adam Jensen, 
you're forced to embrace it: After witness- 
ing a shocking attack on your company, 
biomechanical augmentation both saves 
your life and allows your adventure to begin 
in earnest. 
Human Revolution represents the 
most significant release to come from the 
partnership between venerable Japanese > 
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publisher Square Enix and new acquisition 
Eidos, the once-mighty name behind such 
titles as Tomb Raider and Legacy of Kain. 
The project is helmed not by series creator 
Warren Spector, but by an all-new team in 
an all-new Montreal studio. It has Spector’s 
blessing, but not his touch: Though he 

was asked to contribute to the project, the 
designer is currently up to his ears with 

his newly-formed studio and its upcoming 
platformer, Disney Epic Mickey. Fortunately, 
Human Revolution doesn’t seem any worse 
for wear because of it. 

The project will have been in develop- 
ment for more than four years when it’s 
released in March. It’s a risky proposition for 
two main reasons, the first being its attempt 
to effectively resurrect a dead franchise. 
While the original was a celebrated part 
of gaming lore, the sequel was less than 
triumphant, and sent the franchise into hid- 


ing in the years since. Secondly, as Dugas’ 
words attest, it’s simply a very difficult game 
to make: Not only must the team allow for 
markedly different paths for players of differ- 
ent methodologies, it must allow players to 
move between these paths on the fly, and 
embrace the fact that many players will sim- 
ply not see much of the content the team’s 
slaving to create. 

“Most of us worked on games where 
players would see the entire experience,” 
says Dugas. “In Montreal at least, there’s a 
lot of this way of thinking, that if we build it 
players will need to see it. And with Deus Ex 
it’s not about seeing everything—it’s about 
having your own experience.” Human Revo- 
lution is not an open-world game; it’s more 
open than BioShock, but more controlled 
than something like Fallout 3. While Dugas 
cites both titles as personal favorites, his 
game eschews the endless fetch quests 


“This is the most challenging game 
Pve worked on to date.” 


of the latter, while maintaining a similar 
approach to player freedom. “I guess you 
could say we're somewhere between those 
two titles,” he says. “I loved [that] BioShock 
managed to bring complexity to the player in 
a way that wasn’t intimidating; what you had 


to do was simple to do, but required you 

to be creative.” Dugas names Resident Evil 
4, Professor Layton, and the Gabriel Knight 
series as additional influences. 

What I’ve seen of Human Revolution 
thus far has been stunning. Two of its set- 
tings, Hanshai (a small island off the coast 
of Shanghai) and Detroit, were featured in 
our demonstration; a total of five cities will 
ultimately comprise the journey. Hanshai 
provides a dazzling sensory experience: The 
narrow streets and dense architecture simu- 
late an Asian metropolis better than any yet 
seen. This is Blade Runner made interactive, 
full of neon signage, bustling crowds, and 
a rain-slicked concrete jungle that simply 
begs for exploration. Here Jensen wanders 
into an underground nightclub called The 
Hive, where he encounters a series of shifty 
characters and enticing subplots. 

The second scenario | checked out 
involved Jensen attempting to obtain a 
piece of technology from a body housed in 
a Detroit police morgue. Initially, my guide 
takes a stealthy approach, finding a back 
entrance to the building, knocking out a 
guard, and then dragging his body to the 
morgue and using It to trick the security 
scanners to let him in. A second playthrough 
makes use of brute force, as Jensen blasts 
his way through the station to retrieve the 
item, dozens of bodies left in his wake. 


The final approach, though, was perhaps the 
most interesting: By bringing up some rather 
affecting memories to the cop at the front 
desk and navigating through some tricky 
branching dialogue trees, Jensen gained 
free access to the morgue, getting what he 
came for with nary a bullet fired. And all of 
this was but the tip of the iceberg: Puzzle 
aficionados can choose to break in through 
a puzzle game-like hacking interface, and 
explorers can use the underground sewer 
system to get inside. Should you want to 
switch up your tactics mid-stride, of course, 
you are free to do so. 

The game’s built for experimentation, 
rewarding lateral thinking and exploration 
but allowing even the trigger-happiest of 
gunfighters to go it on their own (using some 
20 included weapons). As fans of the series 
would expect, you're able to customize 
your Character to a remarkable degree. The 
dozens of available augmentations include 
X-ray vision, strength, speed, and armor 
augmentations, and one called Icarus Land- 
ing that allows you to drop hundreds of feet 
without so much as a scratch. 

Though it seems almost counter-intuitive, 
cyberpunk hasn't been done particularly well 
in videogames. This is a shame, considering 
their shared DNA, and something Human 
Revolution aims to change dramatically. 

The tech appears to have arrived at a point 
where the setting can be convincingly 
rendered, and if Eidos Montreal’s execution 
can match both its conceptual strength and 
lofty ambition, the game should prove to be 
a fantastically unpredictable journey. 
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Eidos Montreal is currently in production on three titles: Deus Ex: Human 


Revolution, Thief 4, and an as-yet unannounced game. It has clearly not, 


however, forgotten about the game of hockey. 
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EGM: The game has a very distinctive 
look. How did you achieve this? 
Jacques-Belletéte: We find that striving for 
photorealism is not a direction. Photoreal- 
ism is what we live in—I guess you could 
Say it’s reality’s art direction—so just purely 
repeating that | find is not a direction in 
itself. | find that if you give [your game] a 
style, a very precise visual language, and 
you give that language to everything—the 
weapons, the characters, the props, the 
environments —it makes a very coherent, 
very credible, opaque world. It might not 
look photorealistic, but it’s homogenous 
from start to finish. We find that by leveling 
everything at something that’s less realistic 
but very credible makes the world more 
believable. When we started the project, 
we knew that with this cycle of consoles it 
would be possible to make the game just 
like Blade Runner. But then we said as 
amazing as [Blade Runner is], and [even] as 


[our] main reference, it would make a great- 


looking game, but how much of us would 
there be in there? It needed its own voice. 
This is something that the Metal Gear 
Solid series has always done very ef- 
fectively. 

Definitely. The Japanese have extremely 
credible characters, yet way less realistic. 
The Japanese think that the less realistic a 
character is, the more people it repre- 
sents—like a happy face is an extreme 
level of stylization that represents like 
seven billion people, and the more charac- 
terized it is, the more it looks like, say, your 
uncle. That’s why often they make their 
heroes very simple, So people can relate 
to it, and often they make the enemy or 
arch nemesis a lot more realistic—so you 


Team Teamwork 

While there has been relatively little 
international collaboration on the game 
itself, Square Enix’s esteemed Visual 
Works studio, Eidos Montreal, and 
Goldtooth Creative come together to 
produce Human Revolution’s initial CG 
trailer, first shown at GDC 2010 and 
then in longer form at E3 2010. It was 
a tremendous undertaking, requiring 
nearly as much production work as a 
full-length feature CG film due to the 
number of sets, characters, and sce- 
narios it squeezed into three minutes. 
The prohibitive cost and Visual Works’ 
busy schedule led to the idea being 
initially shot down; it was only after a 
series of high-level meetings and much 
consternation that the project was finally 
green-lit. As much as anything it was a 
statement of intent—a show of support 
from the Japanese publisher of what 
its new partnership with Eidos could 
produce. All told, it took a year and a 
half to complete. Watch the results at 


IN Hive Bar” 


www.deusex.com. 


“The whole game Is not 
black and gold, obviously, 

but as acommunication 
palette it’s quite unique.” 


don't identify with it, but you identify it as 
someone else...the enemy. Scott McCloud 
talks a lot about that. 

The game presents a very convincing 
sense of place. How was this achieved? 
If you look at everything we've done, we 
really studied how objects were built, how 
objects were manufactured. Because we 
see those things around us all the time, our 
brain registers how things are made. We 
went into so much detail for every prop, 
every object, every facade of a building. 
Even if it looks a little more cartoony than 
other games, it looks very plausible. We 
analyzed how clutter forms in a room. So 
much attention went into stuff like that. 

| had a team of insane concept artists and a 
very good team of production artists. Even 
though it was sci-fi, | never wanted them 

to just invent stuff from scratch. We bought 
tons and tons of architecture books and 
industrial design books and interior decora- 


tion books. When you create 
a world from scratch like this, 
we have to become engi- 
neers, we have to become 
urbanists, we have to become 
furniture makers, fashion 
designers — and those are all 
things that we're not. So if 
we don't look at how those 
things function for real, we'll 
just make things that don't look credible. If 
you have to create a new building, yes it’s 
sci-fi, but don't just start making something 
Crazy-looking; there are some buildings 
that they’re going to build in the next 10-15 
years that are completely out of this world, 
that look more sci-fi than some of the great 
sci-fi illustrations of the 80s and '90s. 

On a technical level, can you point to 
anything that your game is doing a bit 
differently than most? 

We have SSAO—screen space ambient 
occlusion. It’s not a rare thing anymore, but 
[other games] tone it down so much that 
you can barely see it. Because our game 
S a little stylized, | was allowed to say, 
“Let’s crank it up.” And you can really see 
that deep contact shadow between every 
object. 

Where did the idea of the “black and 
gold” color palette come from? 

| remember very clearly. It was on a Sun- 


day evening, | was working at my place, 
and | saw an ad that was very black and 
gold, and | thought, “Why don’t we use this 
as our palette?” And | remember that night 
| quickly made a mood board of images 
that were Diack and gold, and | brought 

it to work on Monday and shared it. [We] 
were not so sure at the beginning, and 
then we did a whole bunch of tests, and 


then we realized it worked really well with 
the whole Renaissance thing. Black [came 
to] represent cyberpunk, and gold kinda 
represents the golden age and the flesh—it 
fit into all of our analogies and metaphors. 
The whole game is not black and gold, 
obviously, but as a communication palette 
t's quite unique. 

| understand that it took more than a 
year to nail down the look of Adam Jen- 
sen. Can you talk about this a bit? 

A sentence we coined at the beginning [of 
the project] was that Adam can kick your 
ass, but then he goes home and reads a 
good book. We didn’t want a big grunt 

like a lot of the heroes on this cycle of 
consoles. We wanted someone with an av- 
erage build, but someone you still wouldn't 
want to f**k with. We had the actor Vincent 
Cassel [from Ocean’s 12] in our head at the 
time. He just looks like a guy you wouldn’t 
want to mess with, yet he doesn’t look like 
a wrestler. 
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Whats it’s about: The relationship between a little boy and 

a giant, strange-looking bird is central to Team Ico’s latest. 

Even though Team Ico has released several trailers for The Last 
Guardian, we still know precious little about the game itself. The 
gameplay appears to hold more in common with Ico than Shad- 
ow of the Colossus. 

Why you should care: Outside of The Last Guardian being the 
latest game from Team Ico, you mean? Team Ico games share 
important similarities with Western favorite Valve Software’s. 
Both studios have uncharacteristic creative latitude, spending 
years toiling away on their next releases, making each game’s 
long-desired arrival an event in itself. Comparisons to The Nev- 
erending Story were drawn early, prompting many to speculate 
that The Last Guardian is simply a long ploy by Team Ico to have 
players develop a relationship with their gigantic friend, only to 
have him/her/it die. The only thing that’s certain is that, as with 
previous Team Ico games, you’re guaranteed a one-of-a-kind, 
emotionally charged journey. Patrick Klepek 
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What it’s about: Chell escaped from the clutches of 
GLaDOS and the Aperture Science test chamber of hilari- 
ous horrors, but more challenging tests must be passed in 
Portal 2. And a reincarnated GLaDOS is not pleased about 
how things went down the first time. 

Why you should care: When Valve went back and 
revised Portal’s ending to cryptically tease future events, 
the Internet erupted in a fit of deciphering, analysis and 
speculation. That alone should tell you the impact the first 
game had, not to mention Valve’s dedication to generat- 
ing mystery as it further blends the series in with the 
Half-Life universe. 

But the real reason to be excited about Portal 2 is the 
introduction of co-op play: Imagine Portal’s most challeng- 
ing test chambers, but now with an extra set of portals, 
an increased focus on teamwork and communication, 
and new obstacles and technology. The single-player and 
co-op campaigns both get their own stories, which we 
theorize—and hope! —will reveal more about what’s next 
for Half-Life... Patrick Kiepek 
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DUKE NU 
FOREVER 


TBA 201 1 


IBLISHER 2 


Whatit’s about: A decidedly adult first-person shooter featur- 
ing a character that used to be popular, until he took more than 
a decade off to chase strippers and drink. Word is he slipped his 
former developers a roofie to get a little “me” time, but things 
got out of hand. 

Why you should care: It’s easy not to care. After all, the last 
successful Duke Nukem title came out in 1996. Those of us 
looking forward to the game since then are...well, old. In the 

13 years this game has lingered as vaporware we’ve had four 


different presidents, three console generations and one major re- 
cession. As those years went on it looked like we wouldn’t have 
a new Duke. Then, much like this magazine, which also died in 
2009, Duke Nukem Forever rose from the grave. Perhaps that’s 
why I’m rooting for the old boy. It doesn’t hurt that developer 
Gearbox Software, riding high off this year’s smash Borderlands, 
has taken over the development duties. There’s no guarantee 
DNF won't suck, but when you’ve waited to play a game since 
the previous century, does it really matter? Marc Camron 
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Whatit’s about: inFAMOUS 2 is the sequel to Sucker 
Punch’s 2009 open-world blockbuster. The adventures of 
Cole McGrath continue as he flees to New Marais, a southern 
city full of new enemies and adventure. 

Why you should care: inFAMOUS was one of 2009’s finest 
sandbox experiences in a year that was exploding with titles. 
It fused the high jumps and platforming of games like Crack- 
down with a strong superhero sensibility. Sucker Punch prom- 
ises that they’re building a game with even more dynamic 
responsiveness to what you do within New Marais, from both 
its residents—who will respond more realistically —and the 
environments—which are affected in differing ways based 

on Cole’s equipped powers. I’m also hoping that the morality 
system will get a big reboot this time around. With Sucker 
Punch’s pedigree, I’m excited to play this one. 
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What it’s about: Gears of War 3 is the long- 
awaited follow-up in the top-selling franchise. 
This third-person shooter takes place after 
the fall of Jacinto at the end of 2008’s Gears 
of War 2. An emulsion explosion causes the 
Locusts to mutate into Lambents, a horrible 

new breed of monster. 

Why you should care: Gears 3 is poised to 
». Close out a series that has come to define 
the "Xbox 360. Aside from Epic’s typical visual 

air, the sequel is getting some big additions. 
Ss forward to four-player online co-op with 
: nds;"as well as a rich variety of multiplayer 
iTe) es, ‘ode sie Beast Mode, which flips 


i 


; you t A out hae and fomncainate as bigger 


: hele r the hiccups that irked Gears 2 
: Players, and | think that’ll go a long way in 
keepi g me interested. Epic looks poised 

to go\big ee the _ a” | havea pei 
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* Resistance 3 is the next entry in Insomniac’s line 
=person shooters. Joseph Capelli, introduced in the 
Game, is the lead here. It’s 1957, and the Chimera have 
become the dominant lifeform on Earth. Humans have it so bad 
that they’re eating each other to survive. Capelli is hoping to wipe 
out the Chimera for good. 

Why you should care: There are few gaming villians— Gears of 
War's Locusts are another—that | love so much to hate, and Re- 
sistance 2’s cliffhanger ending left me wanting to see how these 
six-eyed bastards go out once and for all. The story’s built up to 

a massive showdown, and I’m hoping for a big payoff. | was a big 
fan of R2 and its colorful settings across America, but others were 
critical of its changes. As a result, certain elements from Resis- 
tance: Fall of Man will be back, such as the weapon wheel. Details 
on Resistance 3’s multiplayer are slim, but word is that we can 
expect something grander than the first game’s and more modest 
in scale than the second’s. Let’s hope it hits a sweet spot, kind of 


like an Auger shot to a Chimeran skull. Sterling McGarvey 
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Like the original, City is a third-person stealth action 
game. Or, to be all marketing department about it, it’s Splinter Cell 
with Batman if Sam Fisher was more into fisticuffs than firearms. 

Besides the fact that the original wasn’t just 
one of the best comic book-inspired games ever made but also one 
of the best games of 2009? How about the setup, that part of Gotham 
City has been turned into a free-range, walled-off prison like Manhat- 
tan in Escape From New York? Or that the game features such iconic 
Bat-characters as Two-Face and Catwoman? Or that Kevin Conroy, 
Mark Hamill and Arleen Sorkin from Batman: The Animated Series 
will once again be voicing the Caped Crusader, The Joker and Harley 

Quinn, respectfully, while TAS writer Paul Dini is again 
crafting the script? The addition of some kind of 
multiplayer? New Bat-gadgets? Free cookies? 
Boy, there’s no pleasing you. Paul Semel 
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Whatit’s about: The first completely new game from id since 
the original Quake came out 14 years ago, Rage is a post- 
apocalyptic first-person shooter in the vein of Borderlands 
and Fallout 3. 

Why you should care: While their other games are straight- 
out shooters, id’s saying that Rage will augment its firefights 
with some off-road driving and slight RPG elements. Rage will 
also be different from id’s Doom and Quake in that much of 
the action will be set in the great outdoors, though you’ll also 
visit dark, maze-like locations as well. But perhaps the biggest 
thing that'll set Rage apart from earlier id games is an empha- 
sis on story. Emerging from a malfunctioning cryopod, you’re 
pleasantly surprised to learn that you’re not the only one who 
survived a global apocalypse. Society is even making a come- 
back, albeit in a rather Mad Max-ian kind of way. And that’s 
when the mutants come after you. Paul Semel 
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What it’s about: Set three years after the original, this 
sci-fi survival horror game—think Resident Evil...in 
space—once again has our pal Isaac Clarke fighting for 
his life. And his sanity. 

Why you should care: The original Dead Space man- 
aged to do something the Resident Evil games haven't in 
many years, and that includes the excellent Resident Evil 
4: be scary. And if what EA has shown of the sequel is any 
indication, Dead Space 2 will be another game you won’t 
want to play late at night. Besides the masterful sound de- 
sign that helped define the original, Dead Space 2 will also 
have even more freaky Clive Barker-esque alien zombies. 
Except now our hero Isaac Clarke has little jets on his 
boots that will let him zip around when the gravity goes 
out, as well as Some new mining tools he can use to chop 
his enemies into stew meat. Paul Semel 
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What's it about: The final installment in Gaijin 


fee Games’ cherished and chronically overlooked Bit. 


Trip series brings everything full circle. The 
developer is channelling the Pong-meets-chiptunes 
experience that was Bit. Trip Beat, jotted down 
lessons learned from the other games, and 

created Bit. Trip Flux. 

Why you should care: If you haven’t checked 

out WiiWare in a while, now’s the perfect time. Bit. 
Trip has been artfully fusing nostalgia with modern 
game design, resulting in some great looking—and 
playing—games too many have missed out on. 
Comparisons to Bit. Trip Beat, one of the most 
difficult of the Bit. Trip games, might rightfully 

scare some. But take heed: Bit. Trip Flux includes 
much-needed checkpoints mid-level, incorporating 
the quick retry gameplay loop instituted well 


_ in Bit. Trip Runner. You'll also learn about the 


an unfortunate end in Bit. Trip Fate. Old school 
gamers, you've been missing out. Bit. Trip fans, 
prepare thyself; it’s almost over. Patrick Klepek 
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Homefront poses a nightmarish what-if 


scenario, a riff upon America’s deepest jingoistic fears, in which 
North and South Korea have merged into a military power whose 
sights are squarely set on America. You’re part of the American 
resistance of red, white and blue soldiers fighting to take the 
country back. 


Should all videogames emphasize fun 
over emotion? Are the two mutually exclusive? With scenes 
depicting Americans forced into internment camps, it’s clear 


that Kaos Studios intends to push the gamers’ buttons, but it’s 
unclear whether the audience, one who is constantly demanding 
that games make them feel something, is ready for the two to 
collide. The most challenging obstacle for the developers will be 
walking a fine line between inspiring players to defeat the virtual 
Korean army without falling :into laughable or offensive stereo- 
types. We need more games trying to push the boundaries of ou 
definition of fun. More than anything, that’s why Homefront ex- 
cites me. Patrick Klepek 


All images early concepts 


What’s it about: Imagine you’re mingling at a party, except 
you’re the only one in the room who knows a sniper is qui- 
etly scanning the crowd from a nearby building. You know 
this because, well, he’s after you. You have to try to blend 
in and look normal—or else. In Spy Party, players are the 
actors on both sides. 

Why you should care: Spy Party is coming from former 
Maxis developer Chris Hecker, also known as the guy 

who called a Wii two GameCubes taped together. Hecker 
took his Maxis layoff as a sign to strike out on his own. 
Though Spy Party is far from done—the crude graphics are 
very much placeholder—the basic premise has prompted 
nail bitingly intense back-and-forth sessions. Gamers are 
used to holding a sniper rifle, but obsessively studying the 
behaviors of their targets? Hardly. In Spy Party, the other 
player is doing their best to remain inconspicuous, trying to 
maintain a visual myth that they’re just another Al character. 
Will the sniper get an itchy trigger finger? Will the partygoer 
trip up? Patrick Klepek 
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What it’s about: Skyward Sword is the first Zelda game 
built specifically for the Wii. As you'll recall, Twilight Princess 
was primarily a GameCube game that got ported over as the 
premiere Wii launch title. 

Why you should care: Twilight Princess was excellent, but 

| share the sentiment that it was yet another variation on 
N64’s Ocarina of Time. Nintendo has acknowledged that the 
formula needs a shake-up, but our first glimpse of the game 
in action at E3 showed little indication that we’re in for a radi- 
cal change. What we did see, however, was the new fusion of 
basic Zelda elements and Wii MotionPlus, and with Skyward 
Sword being the first native Wil Ze/da game, expectations are 
sky-high for combat and dungeon design. Our primary con- 
cern remains the MotionPlus sword-fighting: The increased 
accuracy and location-based enemy weak points are going 
to make combat way more interesting and involved, but | 
worry about the fatigue factor during extended play periods. 
But Nintendo has earned the benefit of the doubt, and with 
anew approach to controls, a more adventurous theme and 
a beautiful hybrid art style, Skyward Sword will be one of 
2011’s premier titles. Andrew Pfister 
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at ) Brink is a class-based, team- 
focused FPS...yes, you've heard this before. But 
despite previous experience with Team Fortress 
2 or Battlefield: Bad Company, you may not have 
played this before. 

Why you should e: Splash Damage is doing 
some unique and interesting things with Brink. 
First is the setting, which sees the two opposing 
forces of “Resistance” and “Security” battling 
for control of a floating city. That in itself isn’t 
terribly original, but there’s an emphasis on story 
that you don't usually find in other team-oriented 
shooters. The art direction is also worthy of note, 
at once vibrant and colorful yet depicting a state 
of industrial decay. In action, Brink is entirely de- 
pendent on teamwork. That’s where quite a few 
multiplayer games break down, especially when 
intra-squad communication is lacking. But after 
playing a round at this year’s Penny Arcade Expo 
and seeing the way Brink handles objectives 

by steering individuals into playing as a team 
without them really realizing it, l’m not so worried 
about that. Brink’s definitely a shooter to watch. 
Andrew Pfister 
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"SPIDER-MAN: 


Seo eee 


It’s about Spider-Man fighting Viewtiful Joe, Wol- 
verine taking on Amaterasu, and the ultimate dream matchup, the 
Incredible Hulk vs. Albert Wesker. What else do you need to know? 

Okay, it’s been 10 years since MvC2, 
so a refresher might be in order. The Marvel vs. Capcom series 
is a high-adrenaline 2D fighter with a crossover roster of Marvel 
superheroes and classic Capcom characters. Fighters tag in and 
out, stages stretch multiple screens high and it’s absolutely loaded 
with fanservice from both sides. Essentially, it’s Street Fighter after 
seven cups of coffee. 

Capcom is slowly dripping out the roster reveals for MvC3, but 
known favorites include Captain America, Deadpool and Thor from 
the Marvel family, and Dante, Tron Bonne and Ghouls ’n’ Ghosts’ 
Arthur from the Capcom contingent. Reasons to care about this 
game should be self-evident, for fighting game pros and easily 
pleased button-mashers alike. Andrew Pfister 
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Loosely tied to the seminal 
‘90s strategy series X-Com, this spiritual 
successor goes first-person, letting you play 
through the eyes of FBI agent William Carter 
in a battle against an unknown force. While 
the shooting gameplay frames the action, 
elements of strategy are also on the table. 

First-person shoot- 

ing doesn’t often graduate outside of gritty 
science fiction and even grittier war, which 
makes XCOM'’s 1950s aesthetic even 
more of a treat. Even in its earliest reveal, 
the game captures a spirit and verve of 
old-school science fiction, establishing an 
intimate terror as much in the mind as in the 
balls-out destruction. Developer 2K Marin, 
which proved its skills with BioShock 2, 
obviously has a handle on the genre, and 
the promise of rich narrative and storytelling 
within this world punctuates the anticipa- 
tion. XCOM is unquestionably one of the 
more distinct first-person shooters on tap for 
2011. Brady Fiechter 
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God is planning to flood the earth, but God, in all his omniscient glory, 
planned ahead, granting you the chance to defeat the dissenting angels who 
created this biblical mess in the first place. With an arched blade of light and 
supercharged fists bestowed with the power of God, you cleanse souls in battle and 
explore a dreamlike setting. 

This phantasmagoric Japanese game from Okami and Devil 
May Cry artist Takeyasu Sawaki takes the pages of the Book of Enoch as a source 
of reference. Sawaki’s design sensibilities obviously owe a good deal to his past 
works, but it’s the energy of an artist pushing into fantastic visual boundaries that 
evokes the spirit of Okami as much as anything else. His intentions seem bold and 
obviously a bit risky—make a game he wants to make, and embrace Eastern design 
flourishes to the utmost. With the Japanese development community straining to 
appease and find their way, it’s welcoming to see a game that feels like it’s existing 
on its own natural terms. Brady Fiechter 


The next game from the mind 
who brought you Braid, this exploration- 
puzzler is in 3D, utilizing dual-anolog 
movement and a single use button. 

Given the com- 
mercial and critical success of the cerebral 
puzzie-platformer Braid, the familiar choice 
would have been to get cracking on a 
sequel. But creator Jonathan Blow has 
his sights set on fresh territory with The 
Witness. Blow writes on his blog: “I have 
a file with about 80 game ideas in it, most 
of which would probably make really good 
games. But | can only make one game at 
a time right now, so | had to pick one. | 
picked The Witness... This is a highly ambi- 
tious game that stretches my ability as a 
game designer to its limit.” 

Blow is one of the more provocative 
voices in the industry, championing the 
indie scene and denouncing some of what 
modern games stand for. As the most 
impassioned fans of Braid (like myself) will 
attest, we can’t wait to experience his next 
vision. Brady Fiechter 
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A whimsical, delightfully cute 
platformer and creation tool. If you’ve played the 
first game, you know what to expect—colorful 
characters and settings, team-work platforming, 
the old made new. 

Little Big Planet was 
beloved by many. How wrong can Media Molecule 
really go with this sequel? The creation tools ar 
proving more flexible, and the immediate sense 
of more robust level design and tighter control 
solidify Little Big Planet 2 as potential best-of-the 


year contention (well, yeah, I’m expecting a /ot 
from this one). Most games framed in this sort 
of playful veneer turn into kids fare, but Little Big 
Planet 2 is squarely aimed at the child in all of 
us. And the gamer who loves to toy around in a 
tactile, vibrant playground. Brady Fiechter 


Whatit’s about: Imagine yourself journeying through a beautiful, quietly ominous land, 
with a distant sun as your only marker to a destination you’re unsure of. In your travels, 
you come across a complete stranger, with no traditional means of communication. 
What do you do? 

Why you should care: Journey is the next project from thatgamecompany, whose 
gentler approach to game design last brought us Flower. Creative director Jenova 
Chen has spoken in the past about wanting to pull away from the usual aggression 

we associate with videogames. Their first attempt to create an online experience with 
Journey is conceptually fascinating, asking you to rethink the ways in which you would 
interact with the person you meet along your path. There is clearly a setup here for 
unexpected conflict—and the inherent pleasure of a platforming game is foundationally 
established —but a sense of wonder and isolation are themes Chen is using to elevate 
the experience to something more. Brady Fiechter 


JOURNEY 


IBA 201 | 


PUBLISHER SONY COMPUTER ENTERTAINMENT AMERICA / DEVELOPER THA MPANY / PLATFORM 


ELECTRONIC GAMING MONTHLY 243.0 


Mest MalAsda 


Remembers a Little Panta 


Work has begun in earnest on 
Andrew’s first game, Unbearable Day 
at Work, wherein time-traveling grizzly 
bears run amok in present-day office 
buildings. 

Liking: Stabbing people, then walking 
away 

Not Liking: Ezio’s clumsy footwork 
Sleeper GOTY: Cut the Rope (iPhone) 
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By Paul Semel 


Call of Duty: 
Black Ops 


h, it's we the little wr 


hen it began seven years 

ago, the Cal/ Of Duty games 

were historically-driven first- 

person shooters that strove 
to present a relatively realistic portrayal 
of war. But starting with Modern Warfare, 
the series slowly morphed into something 
Closer to an ‘80s action flick: big on bang 
but short on plausibility. Which is where 
we find Black Ops. Set during the Cold 
War, the game casts you as a special ops 
soldier who’s more like John Rambo than 
someone you’d see on The History Chan- 
nel. But its increasingly implausible story 
is just one of many small problems that 
make this otherwise great game lesser 
than its predecessors. 


Beginning in 1961, with The Bay Of 
Pigs invasion of Cuba, the game mostly 
follows the career of Alex Mason—grav- 
elly voiced by Terminator: Salvation 
star Sam Worthington—as he secretly 
infiltrates such locales as a Russian rocket 
base and war-torn Vietnam. As always, 
most of your time is spent getting into 
frantic firefights, aided only by this series’ 
always fluid controls and liberal aim as- 
sistance. : 

What’s odd is that Black Ops eschews 


_the tenets that differentiate a Call Of Duty 


game from other real-world first-person 
military shooters. Most of the game is 
played as Mason, hot as two or three : 
guys, and Ne often goes it alone or just 
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When You're In My Hut... 
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Sterling wants you to be safe this 
New Years Eve and to try Assassin’s 
Creed: Brotherhood in Italian. 
Liking: ESPN on Xbox, Double XP 
weekends, 50% off DLC sales 

Not Liking: The sudden guilt over 
ignoring his handhelds all year 
Question: Will we see a Kinect lens 
that adjusts it for smaller spaces? 


| 


| 
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Aaron is in Europe for the holidays, 
and his only tools for preparation 
came from playing videogames. 
Liking: That the busy holiday review 
season is over 

Not Liking: The lump of coal and 
reindeer poop he knows he’s getting 
Best trait: Has yet to be incarcer- 
ated...as far as you know 


rm PistrorTaing With a a Vengeance | 
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Between Super Meat Boy, Donkey 
Kong Country Returns and Kirby’s 
Epic Yarn, Patrick is a happy man. 
Liking: Jumping from things 

Not Liking: Missing said jumps 
Milestone: Finally beating Super 
Meat Boy 


XBOX 360, PS3, PC 


with a small group, not as one soldier in 

a larger outfit. Though it doesn’t help that 
while the game’s story is told better than 
any Infinity Ward has presented in the 
Modern Warfare installments, it isn’t actu- 
ally a better story. It gets progressively 
hokier as it goes along, like one of those 
bad spy novels your dad buys at the air- 
port. And while the plot does set up some 
firefights that are as harrowing as any this 
series has had to offer, none are as epic 
or as memorable as the Washington, D.C. 
scenes in Modern Warfare 2. 

This also has many moments you’ve 
seen in previous COD games, such as 
shooting guys through a window as you 
smash through it. But there’s such a 
variety of them that it makes Black Ops 
the most diverse entry in this series. 
Unfortunately, there is one new bit— 
though a thankfully short one—that really 
derails things. While in a SR-71 Blackbird) 
you strategically command troops; only 
occasionally switching to those Soldiers: 
And while this is different, it’s aiSo Gull and 
takes you out of the action. 

Of course, for some people, the Cam= 
paign mode is merely the appetizer in this 
game. The entrée is the competitive online 
multiplayer. Again, not.a lot has changed 
here; the solid fundamentals are Still in 
place. Besides having all your favorite 
game types—i.é. Team Deathmatch—it 
still has the customizable loadouts, tons 
of weapons and attachments, special abil- 
ities and a leveling up system. All that’s 
been added are some new killstreaks ~  P 
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crap soldier. 


Liking: Robert Plant’s “Band Of Joy” 


Not Liking: 
season besides Law & Order: Los 


200d TV shows this 


Angeles, there’s no good new TV 
shows this season...so far 


Reading: Vonnegut’s “Galapagos” 


f "| Caesar's Legion Ninja 
Me } 


Liking: Her latest charac 


Fallout: New Vegas 


Not Liking: Getting a perfect sneak 


kill, only to have the game lock up 
RULE 17: Be a hero (and watch 


=, 


Foampyialn lah 
Zombieland) 


keep him in shape. 

Liking: Need for Speed: Hot Pursuit 
Not Liking: Rubber-banding Al 
Ow: Stretch before playing N 


Kinect, or you’ll feel it the next day 
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AARON BOULDING 
MATT CABRAL 
MARC CAMRON 
JOE DODSON 
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(which now include an exploding radio 
controlled car), some new perks (which 
now include an explosive-resistant Flak 
Jacket) and some new maps (which now 
include Nuketown, a tiny but versatile and 
smile-inducing setting that recalls the fake 
50s suburb in Indiana Jones And The 
Crystal Skull, complete with an explosive 
ending). 

The only real change is that along 
with experience points, you now also 
earn money you use to buy weapons 
and perks. Well, once you’ve unlocked 
them by leveling up, that is. But again, 
this doesn’t really change anything. Sure, 
some will love that they can get their 
favorite loadout much quicker, while oth- 
ers will bemoan that people can get their 
loadouts much quicker than they should, 
but as Charlton Heston might say in this 


situation, “Guns don’t kill people, people 
with skills kill people.” 

Where the currency system pays 
off (no pun intended) is in the Wager 
matches. In these six-player variations 
on Free-For-All (a.k.a., Deathmatch), you 
have to pay an entrance fee, with the 
top three players at the end splitting the 
pot. What makes them interesting is that 
they’re not just kill or be killed. In Sharp 
Shooter, you all have the same gun, but 
your weapon randomly changes every 
forty-five seconds, while Gun Game gives 
you only one bullet, but it’s a magic one 
that kills upon contact and then respawns 
inside your pistol. 

As if the campaign and multiplayer 
modes weren’t enough to keep you 
occupied until the next COD comes out, 
Treyarch are also resurrecting the Horde/ 


Firefight-like Zombie co-op survival mode 
they put into COD: World At War. Except 
that besides fighting Nazi Zombies, you 
also battle...well, let’s just say that one 
variation injects some much-needed 
humor into this series, while the other 
makes us think the Treyarch kids like to 
kick it old school. Both of these are really 
fun, though it’s hard not the think this 
mode wouldn’t have benefitted from more 
regular maps. 

Relative to other games in the series, 
Black Ops doesn’t fare too well. The 
campaign is less epic and exciting than 
Modern Warfare 2’s, while the introduc- 
tion of a monetary system in multiplayer 
doesn’t change the fundamentals in any 
significant way. But these gradations are 
actually rather slight, like saying chocolate 
chip cookies with macadamias are better 
than chocolate chip cookies with walnuts. 
Both are tasty and won't get dull anytime 
soon. And the same goes for Black Ops, 
which is one of the better shooters of the 
year, ranking alongside Halo: Reach and 
BioShock 2 on all fronts. Anyone who’s en- 
joyed the last three games in this series will 
find this just as much fun. Just make sure 
your expectations are, well, realistic. 


THE GOOD 


Same great mechanics as Modern Warfare, World 
At War... 


THEBAD 

Story goes off the rails 
THE UGLY 

Will irritate RC car purists 


SECOND OPINION 
AARON BOULDING 


You know those mov- 

ies where shady CIA 

operatives long for the “fun” days of 
the Cold War? Turns out they weren’t 
kidding. Treyarch deftly avoided mak- 
ing a Vietnam War shooter but still 
extract plenty of authentic weaponry, 
political intrigue and, yes, fun out of 
the warmest times of the Cold War. 
The enhancements to the franchise’s 
powerful multiplayer component 

are creative and legit with the new 
currency system and camper-friendly- 
but-not-to-snipers map design. And 
sorry: No nukes after 25 kills, as they 
were too frightening and not very 
tactical in MW2. On the other hand, 
terrific voice acting from Ice Cube, 
devoid of any and all NWA or “Friday” 
references, is featured throughout, 
including multiplayer. 
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pin-offs—be they cinematic, 

literary, or interactive—occupy a 

strange space in a series’ canon. 

Assassin's Creed: Brotherhood is 
no different. It’s not a full-fledged sequel 
to Assassin’s Creed /I, but it lays the 
groundwork for the inevitable grand finale, 
and it adds a new component to the series 
through online multiplayer. It’s ultimately 
not as substantive as its predecessor, but 
it'll still hook folks who’ve invested dozens 
of hours into AC2. 

Brotherhood finds Desmond Miles and 
the modern-day Assassin’s Guild fleeing 
from agents of Abstergo. Since 15th-cen- 
tury Italian freedom fighter Ezio Auditore da 
Firenze’s adventure ended so abruptly, the 
crew travels to Italy to retrace his steps in 


Assassin’s Creed 
Brotherhood 


Fratell| d'italia 


order to discover the whereabouts of the 
power-granting Apple of Eden, preferably 
before Abstergo’s modern-day Templars 

reach it. 

Brotherhooad’s campaign centers around 
augmenting and reskinning yesteryear’s 
content, from the Shrines of Romulus (recall 
the cavernous treasure puzzles in AC2) 
to Borgia Points (synch points that you’ll 
have to clear of Templars before acquiring). 
And while the economy is still broken in 
the player’s favor, at least now you can 
sink all your cash into high-ticket Roman 
monuments. 

Ezio’s adventure kicks off in the vein of 
Metroid’s weapon stripdowns, so you'l! 
spend time re-acquiring several tools. A 
sense of deja vu marks Brotherhood’s 


weaker moments, and the anticlimactic 
Desmond-centric finale comes close to 
being the worst. Many sequels are guilty 
of redundancy, but Brotherhood feels less 
subtle about it than most. Rebuilding the 
town is as much fun as it was in AC2, but 
the sense of wonder and discovery is gone, 
with iteration taking its place. No matter 
how much fun you’re having, you can’t 
shake the feeling that it feels like an expan- 
sion pack—albeit one so grandiose that it’s 
a standalone game. None of these griev- 
ances render Brotherhood nowhere near 
unplayable, but its awe factor is decidedly 
diminished compared to AC2. 

Although the gadgetry occasionally feels 
out of place—some are a hokey wedding 
of Batman and Hudson Hawk chic—Ezio 


By Sterling McGarvey 
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has seen some refinements. A new combat 
wrinkle allows you to chain together one-hit 
kills for more efficient fighting, and new 
weapons like a crossbow and poison darts 
allow for long-distance incapacitation. As a 
result, AC2’s fluidly moving, well-designed 
protagonist becomes just a little more 
enjoyable to control. 

As the game rages on, you can recruit 
assassins for on-demand kills and backup 
in battle. In a move that evokes the Metal 
Gear Solid PSP games, you can send them 
on offsite missions for more experience, 
armor and money, which is a good way to 
augment and upgrade them for the combat 
emergencies you'll face later on. 

Multiplayer is a fascinating animal, 
backed by the fiction of Abstergo sticking 


its employees in Animus machines to fast- 
track them through assassin training. You 
play as one of several classes of Templar 
and attempt to blend into NPC crowds 

as you hunt your designated target. You'll 
Know your target is nearby when a blue 
ring glows and fills with light, though savvy 
targets can throw you off their trail. 

At its best multiplayer suggests an ide- 
alized way to play Assassin’s Creed—stalk 
and eliminate your target without making 
a peep —though it’s easy to render the 


cat-and-mouse dynamic nakedly apparent. 


At its most devolved and base form, hunts 
and escapes will unfurl before you with 
little subtlety. But when players take their 
stealthy roles to heart you might not notice 
them before they inevitably strike. Evading 


and escaping your would-be attackers is 
plenty entertaining, and the game seems to 
reward that with plenty of points as well. 

Multiplayer isn’t always even—Ubi- 
soft’s decision to tone down the “stun” 
button, which is used to stop an assailant, 
is downright frustrating — but it’s fun and 
engrossing once you've acquiesced to 
its quirky nature and leveled up enough 
to earn some great perks. Once you click 
with it, there’s a nice addicting rhythm to 
the gameplay, whether you’re tag-teaming 
through the action with a friend or diving 
into the free-for-all mode. 

Assassin's Creed: Brotherhood lacks 
the impact of Assassin's Creed //, but it’s 
still an entertaining spin-off that should 
entertain fans of Ezio’s previous outing. It’s 
(mostly) historically accurate, beautifully 
rendered, and offers refinements to AC2’s 
rougher moments. The multiplayer is sound 
and fun once you get a feel for its style and 
quirky approach. If Assassin's Creed has 
enthralled you up to this point, it’s worth 
investing more time into Brotherhood. & 


Fun campaign, satisfying multiplayer 
Campaign really feels like AC 2.5 


Desmond's platforming puzzles 


| went into Brother- 

hood expecting a 
multiplayer-focused experience, with 
a little Ezio sidestory thrown in for 
extra value. What | got was Assassin's 
Creed Ii: Part Il, a content-rich romp 
through more revisionist Italian history. 
Brotherhood’s lengthy continuation of 
Ezio’s revenge campaign finally real- 
izes the franchise’s original intention 
of having a lively world, and as Ezio 
reclaims Rome in the name of the 
Assassins, everything you learned in 
AC2 is expanded upon. 

But just like in AC2, | eventually got 
frustrated with Ezio’s limited agil- 

ity and grace, as he leapt in wrong 
directions and got caught up on 
obstacles and ledges. This problem’s 
compounded in chase scenarios, 
which is the only major blemish on 

an otherwise fun—and refreshingly 
cerebral—multiplayer mode. 
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Mickey 


Ur is it not-so-epic Mickey? 


By Aaron Thomas 


ickey Mouse is arguably the phenomenal, but these occasional bits of — the very world depicted on the map—only 
most recognizable cartoon brilliance aren’t enough to compensate for now it’s a wasteland. Here he meets one 
character of all time, and lackluster gameplay, tedious objectives, of Walt Disney’s long-forgotten creations, 
Disney Epic Mickey is Disney’s and a frustrating camera. an ornery rabbit named Oswald. Mickey 
attempt to show that the lovable rodent Epic Mickey’s story starts promisingly: learns that his spill caused horrible suf- 
with oversized ears can still entertain the Mickey accidentally spills paint thinner on — fering throughout the land, so he sets off 
| masses. Unfortunately, the game misses a map he comes across while in the study on what promises to be an “epic” journey 
the mark. Its visuals are often mesmer- of the sorcerer from The Sorcerer's Ap- to do right by Oswald and the rest of 
izing and the cartoon-inspired levels are prentice. Some time later, he ends up in the forgotten cartoon characters of the 


Disneyverse. 
_— eyvers 


This dark, intriguing premise is 
enhanced by familiar characters and 
beautiful cut-scenes whose quality rivals 
anything from TV or movies. Particularly 
noteworthy for both their visual style and 
gameplay design are the 2D platforming 
sections that allow travel from one area 
to the next. Each of these all-too-brief 


WWW.EQMNOW.COM 


interludes is based on a different classic 
Disney cartoon, which are seamlessly 
integrated into the gameplay. Words can’t 
adequately describe the sublime way in 
which game and cartoon come together 
as one; you really need to experience it 
for yourself to appreciate Junction Point’s 
accomplishment. 

It’s a shame that the fantastic and rev- 
olutionary side-scrolling levels account for 
less than an hour of the game, as the rest 
of Epic Mickey hovers between average 
and archaic. Initially, it’s fun to point at the 
screen and “paint” in the missing pieces 
of the vibrantly colored levels (all of which 
are inspired by areas of Disney theme 
parks), and it’s equally satisfying to un- 
cover hidden areas by using paint-thinner 
to erase sections of the landscape. But 
the luster wears off of this gimmick after a 
few hours, and the “dark” story unravels 
into a ho-hum tale suitable for all ages, 
the tedious objectives become a burden, 
and you spend the game’s last few hours 
popping zit-like growths off stationary 
tentacles. Epic Mickey is little more than a 
run-of-the-mill 3D-adventure game...that 
feels like it was released in 1998. 

Given its appealing visual style and 
sublime 2D segments, it’s disappoint- 
ing that the vast majority of Epic Mickey 
doesn't deliver nearly as many thrills as 
it could. It’s as though the 3D portions 
of the game were made by an entirely 
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different (and disinterested) developer. For 
starters, the mission structure is transpar- 
ently tedious. Even the fetch quests have 
fetch quests. It’s like “Six Degrees of 
Kevin Bacon” trying to figure out what 

the heck your original objective has to 

do with what you end up having to do to 
accomplish it. You’re given some choice 
as to how you deal with certain characters 
and which missions you tackle, but these 
decisions have little to no bearing on how 
the game ends other than a few seconds 
of insignificant footage in the final scene. 

Most of your time will be spent running 
errands or jumping and climbing about to 
collect pins, film reels, artwork, e-bucks, 
power orbs, gems, and God-knows-what 
else. There are a handful of paint-blob ene- 
mies, but their presence is almost pointless. 
You can befriend many of your “foes” with 
a quick dash of paint, or you can simply run 
nght by without a second thought. 

Really, the only things that will slow 
you down are not being able to find some 
obscure item (you’re supposed to hold 
the Wii Remote vertically for a hint path, 
but this rarely works), and the terrible 
camera, which simply can’t keep up. You 
can manually maneuver the camera with 


the d-pad, but when you need it most, 
this feature either isn’t available or simply 
doesn’t work, at which point you find 
yourself walking off a ledge. 

While I’m sure that the few people 
who haven't grown tired of Nintendo 64 
collect-a-thons will have a good time with 
Disney Epic Mickey, those with more dis- 
cerning taste will see the game for what it 


S: a missed opportunity. & 


2D cartoon-based levels are spectacular 
Gameplay is often tedious and feels dated 


Most attempts to control the camera 


Since Disney Epic 9 0 
Mickey’s reveal, Warren 

Spector’s been in the spotlight as much 
as the iconic mouse headlining his latest 
title. Thankfully, the legendary designer 
has worked just as hard making his 
game as he has marketing it, and Disney 
Epic Mickey lives up to the hype and 
then some. Far from another Remote- 
flailing gimmick, its well-publicized 
paint-and-thinner controls yield an 
immersion-boosting innovation. With a 
bit of practice, the combat—supported 
by intuitive Zelda-like lock-on target- 
ing—puzzling and exploration are all a 
blast. Even cooler, though, is the pas- 
sionately crafted story, characters and 
environments—the memorabilia-themed 
Mickeyjunk Mountain is a highlight—all 
of which will have Disney fans flipping 
their mouse ears. There’s no denying 
that Disney Epic Mickey is this year’s Wii 
E-ticket attraction. 
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Hot Pursuit 


A match mace in heaven 


By Brett Bates 


hat’s what Need for Speed fans 
will likely say when they pop in 
Need for Speed: Hot Pursuit. 
Developed by Criterion, best 
known for creating the critically-acclaimed 
Burnout series, the game takes the bar- 
est essence of Need for Speed— exotic 
sports cars chased by the police—and 
injects it into Burnout’s patented crash- 
and-burn formula. It’s far more a Burnout 
game than a Need for Speed game, but 
if you’re ignoring Hot Pursuit on account 
of that, you’re being foolish. It’s the best 
arcade racer to come out this year. 

Hot Pursuit turns the franchise’s long- 
time flirtation with the law into a full-blown 
relationship. At any point in the game, 
you Can slip into the driver’s seat of the 
cops or the racers. Each path has its own 
events in fictional Seacrest County (an 
amalgam of scenic California locations) 
and its own progression of unlocks. In 
effect, you’re getting two games in one: 
What you do as a racer has no bearing on 
what you do as a cop. 

Each path also employs very different 
strategies. As a racer, your goal is to beat 
the other cars to the finish line and avoid 
the fuzz (think classic Need for Speed). 
As acop, your goal is to shut those 
races down by bashing law-breakers into 
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submission (think Burnout). Cops also 
have a limited number of offensive tools 
for busts—road blocks, spike strips, EMP 
blasts, and helicopter assists — which 
color events with shades of Mario Kart. 
Racers have tools, too, but they’re defen- 
sive in nature, and consequently less fun. 
Face it: Given the choice in a game of cat 
and mouse, who wants to be the mouse? 
Hot Pursuit’s second big innovation, 
Autolog, tosses Global leaderboards 
out the window (good riddance: | never 
cared if | usurped RandomGamertagX for 
155,592nd place) in favor of cranking up 
the competition with your buddies. Every 
stat in Hot Pursuit is tracked by Autolog 
and compared to your friends playing the 
game. While races load, your personal 
Speedwall pops up. When you’re racing, 


your HUD displays the time of your fastest 
friend. And if someone beats your time, an 
alert pops up in the menu screen; press a 
button and you'll immediately enter that 
event to reclaim your title. Nine times out 
of ten, | accepted the challenge. 

But the biggest reason Hot Pursuit is 
the best arcade racer this year? At its 
core, it’s an extremely well-made racing 
game. Cops, racers, Need for Speed, 
Burnout, Autolog—one can easily get 
lost amid the legacies and buzzwords. 
So I'll say it plainly: If you like arcade 
racers, then you’ll love Need for Speed: 
Hot Pursuit. 


THE GOOD 

Busting speeding racers as a cop 

THE BAD 

Al that jams your radar then spins a 180 
THE UGLY 

Awful 30 Seconds to Mars music on the title 
screen 


SECOND OPINION 
AARON THOMAS 


Despite Hot Pursuit’s 

lack of unique identity, 

it’s a great racer. The licensed vehicles 
are well done and the single-player 
racing is sound. The multiplayer is a 
blast—it’s as much fun to play on the 
law’s side as it is to make a desperate 
dash for the finish line. It does an 
amazing job intertwining online and 
offline progress, which encouraged 
me to play more. If anything hurts 

the game, it’s the sense that the high 
points of the franchises that inspired 
Hot Pursuit overshadow it—controls 
aren’t quite as tight as Burnout, and 
NFS: Most Wanted nailed cop chases 
better. | also expected more activity 
from the Free Roam mode. Despite 
these complaints, | still had a fantastic 
time breaking (and enforcing) the law 
at reckless speeds. 


Central 


Cant dance? Now you camlearn 


By Patrick Klepek 
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uitar shares remarkable similarities 

with dancing. At first, everybody 

wants to participate, but it doesn’t 

take long to realize you aren't very 
good. Guitar Hero took rocking and made it 
approachable. The series has become more 
complex ever since, but Harmonix hasn't 
forgotten why Guitar Hero hooked people 
in the first place. Dance Central applies the 
same principles to dancing—and it works. 

Dance Central employs smart use of 

Microsoft’s impressive but ultimately im- 
perfect Kinect tech by scanning your body 
movements without projecting them onto 
the on-screen avatar, avoiding scenarios 
where the tracked characters begin con- 
torting into disturbing shapes. 

Instead, players follow along to a 
virtual professional dancer, keeping the po- 
tential for embarrassment at a reasonable 
level; were moves accurately represented 
on-screen, it’d only act as a constant 
reminder you look like an idiot. It’s a 
testament to the seamless implementation 
that it’s easy to forget you’re playing with 
Kinect at all, but be warned: Kinect needs 
to see your whole body here, which can 
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be a task to set up in an apartment. 

The similarities between Dance Cen- 
tral and Guitar Hero even extend to the 
setlist. The original Guitar Hero’s setlist is 
still praised for its excellent, rock-centric 
lineup. By design, Dance Central has nar- 
rower sects of music to pick and choose 
from, but Harmonix’s setlist has something 
for everyone. We must only hope that 
Harmonix will find a way to broker a deal 
with the Michael Jackson estate. 

Unfortunately, it takes just a few hours 
to completely explore everything on the 
disc. Like other music games, players 
inevitably cross a progression threshold; 
wall. At that 
point, there is precious little less else to 


dance moves hit a difficulty 


do with Dance Central. There’s no career 
mode to speak of, unlockables are limited 
to costume and venue changes, the inge- 
nius stop-motion mini-movies captured 
mid-dance can't be shared outside the 
game and the workout mode offers little 
customization or statistical analysis. The 
lacking depth is depressingly obvious, 
leaving my dancing crew with little to do 
except wait for downloadable content. 
Being hungry for more is good news for 
Harmonix, but after experiencing Rock 
Band 3’s expansive career, it’s hard to not 
yearn for what's clearly sequel-bound. 
Still, Harmonix nailed the essentials. It 


only took a few songs—and beers— before 
my most bashful friends dove in. Dance 
Central makes the intimidating act of danc- 
ing approachable. Well done. 


Prep & Spin 


an (>? 
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THE GOOD 

Learning how to finally dance 
THEBAD 

Limited depth 

THEUGLY 

Trying to be Soulja Boy 


SECOND OPINION 
STERLING MCGARVEY 


ls Dance Central the 

transcendent game- 

changer that taps into Kinect’s poten- 
tial? Yes and no. Unlike several other 
games launching with the platform, it’s 
a uniquely designed package that taps 
into mainstream culture’s current love 
affair with choreography and dancing. 
It’s a bit barebones— Harmonix has 
eschewed Rock Band’s career mode 
for something...less structured—but at 
its core, DC lives up to the developer's 
vision of turning our soundtracks into 
something more active. You can blame 
some of issues on nascent hardware— 
the game doesn't effectively telegraph 
how you’re misfiring, even with visual 
indicators and slowed-down moves 
intact, but those troubles aside, this is 
the must-play experience for Kinect. 


REVIEW CREW 


S virtual athletics go, Kinect 

Sports does an admirable 

job at taking well-trodden 

concepts and putting a fresh 
sheen on them. It’s a fairly-straightforward 
approach to sports party games, yet it 
utilizes the nascent Kinect hardware to 
effective means. It’s a game that ranges 
from simplistic to deceptively subtle, 
depending on how you crank the difficulty. 
And while it has some hiccups that might 
surface based on your setup, it’s still a fun 
and intuitive experience. 

Kinect Sports contains six different 
events — boxing, track & field, soccer, 
volleyball, table tennis, and bowling—and 
a series of minigames that offer variations 
on the tried-and-true formula. All of the 
games serve as a great showcase for the 
hardware. | enjoyed Sports Champions 
when | reviewed it during PlayStation 
Move launch, but the ease of jumping 
into table tennis and volleyball in Kinect 
Sports far outpaces the use of wands as a 
tool. To play table tennis in Kinect Sports, 
you only need to use your hand to swat 
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By Sterling McGarvey 
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the ball. Volleyball is equally as intuitive, 
although apartment dwellers will inevitably 
infuriate neighbors with the jumping 
spikes (Same goes for track hurdles and 
long jump). 

At higher difficulties, the game de- 
mands a significantly higher amount of 
physical effort from you. When | fired up 
soccer, | smeared my CPU opponent by 
9-0 margins. When | turned the difficulty 
up higher, | found that arching my legs to 
pre-emptively block my opponent’s line of 
sight for passes became a crucial strat- 
egy. It’s not just about Al scoring easier, 
it’s about the Al getting smarter and trying 
to outwit you. There’s a genuine subtlety 
to how the minigames ramp up the dif- 
ficulty at points. 

Once you've had your fill of the main 
sports, there’s also a series of minigames 
that put new twists and variations on the 
games. Although the main games are 
intuitive and fun, it’s the minigames that 
give Kinect Sports the edge against its 
contemporaries. Games like Pin Rush, 
which challenges you to throw as many 
bowling balls down the lane as possible, 
or Bump Bash, in which you must avoid 
objects, take all the rule you’ve learned 
and turn them on their heads for an 
exceptionally fun (and sweat-inducing) 
experience. 

Although there are some technical 
niggles based on your Kinect setup, I’d 
recommend Kinect Sports to anyone 
who’s looking to pick up the console. Rare 
has taken the core ideas that others have 
established and put some unique twists 
on now-standard sports minigames. It’s 
a title the truly pushes the limits of virtual 
sports into another level. [=] 


SCORE 


Fun assortment of sports minigames 
Responsiveness is especially dependent upon 
your setup 


Watching stop-motion replays of your flailings 


PATRICK KLEPEK 
It’s easy to be cynical 


7.0 
about Kinect Sports: 


"It’s just a no-duh riff on Nintendo’s 
hugely popular Wii Sports!" That’s 
absolutely right, but removing the 
controller proves a rather cool 
twist. Rare smartly restricts most 
in-game actions to sweeping bodily 
movements like kicking left or 
swatting right that mostly ensure 
Kinect’s technological deficiencies— 
primarily, notable lag—aren’t an 
issue. There’s variety in the selection 
of sports, buoyed by the copious 
and often more enjoyable mini- 
games, but generalized simplicity 
means longevity is tied to playing 
with others. Online play simply 
can’t match having someone in the 
room, but simply having enough 
room, something | frequently and 
frustratingly dealt with, may be an 
impenetrable obstacle. 
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Dead 


You've shot at Zombies with friends 
before, but not like this 


By Kat Bailey 


that pour out of every nook and cranny and well-designed twin-stick shooter, and 
of the city means instant death. Survival proof, perhaps, that Left 4 Dead’s take 
means knowing how to use choke points, on the zombie survival genre needn't be 
exploding propane tanks and other envi- limited to one game. 
ronmental hazards to your advantage, lest 
you be swiftly overwhelmed. 

The 10 levels—which consist of horror- 
film mainstays such as a hospital, grave- 
yard and the aforementioned amusement 


park —are divided by checkpoints, and THEGOOD 
you'll spend most of your time running for Tactical, tough and designed for teamwork, 
your life. Grenades, ammo and health are online and offline 

precious commodities, and you'll almost THEBAD 

certainly be out of all of them by the time if you're not careful, you'll die quickly and cheaply 
you reach the next weapons van. And as THE UGLY 

with Left 4 Dead, Housemarque demon- The dark levels and tiny characters are an eyesore 


strates a good grasp of when to pull the 
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trigger on a horde of zombies and when 
to hold back and let you stew. 


It's a good time on its own, but as is 
often the case with games like these, Dead Nation provides 
Dead Nation becomes something special further proof that the 
PUBLISHER ead Nation isn’t exactly a ripoff of | with a friend. There are quite a few buddy system is a critical component 
SONY COMPUTER Left 4 Dead—the zombie thriller weapons to purchase, and team members of any zombie apocalypse prepared- 
ENTERTAINMENT that proved co-op and zombies will likely find that they instinctively divide ness regimen. With a friend by your 
AMERICA are like peanut butter and choco- _up between toting shotguns, flamethrow- side, Housemarque’s top-down 
DEVELOPER _ /ate—but an “inspired by” tag shouldn't ers, and mortar shots. Good teamwork is shooter is a blast. To survive, you and 
HOUSEMARQUE be out of the question. If anything, House- imperative, with one player often drawing your teammate have to formulate a 
PLATFORMS ™2"GLe. the team behind Super Stardust huge numbers of zombies into a kill zone strategy and then execute it through 
HD, demonstrates just how much of an while the other butchers them with their your weapon loadouts, which are 
impact Left 4 Dead has had on zombie circular saw. Even better, the game fea- constantly evolving. As a result, you'll 
videogames over the past couple years. tures both online and local co-op. talk your way through this game as 
Yet Dead Nation takes some of the raw Dead Nation can occasionally feel much as you shoot your way through 
materials of Left 4 Dead—car alarms as cheap—the levels are often so dark that it. For best results, play offline co-op, 
distraction tactic, fat exploding zombies it’s tough to even see your character (let or if that’s not an option, find a PSN 
and amusement parks—and turns them alone flesh-eating mobs), and House- buddy with a headset. For worse, play 
into a highly entertaining experience of marque loves to blindside you with by yourself. For worst overall results, 
11.30]0 — its own. As twin-stick shooters go, it’s a powerful attackers while you struggle to ignore the game entirely...but you 
highly tactical experience, one in which deal with the undead hordes. Neverthe- wouldn’t want to do that. 
getting flanked by the hordes of zombies less, Dead Nation is a highly challenging 
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Evolution 


I'd rather be stuck in Quicken 


By Brett Bates. 
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xcept for its somewhat enjoyable 

multiplayer, TRON: Evolution is a 

mess of a game. As a vehicle to 

get people excited about TRON 
Legacy, it’s a complete failure. The dread- 
ful story, lousy controls, uninteresting 
gameplay, and horrific camera make the 
prospect of watching the new movie about 
as appealing as babysitting Kate Gos- 
selin’s kids. 

You'd think that a game that takes place 
somewhere between a 28-year-old movie 
and its as-of-yet unreleased sequel would 
start off with a bit of a primer to explain 
what the heck is going on. Evolution 
doesn’t even attempt to do this—you’re 
just thrown into the role of the “silent 
protagonist” because some guy is angry 
that two previously-segregated groups of 
people/things/programs (or something) are 
making an effort to get along. That’s pretty 
much all the setup you get, and then you’re 
sent on your way to chase down the bad 
guy and save the day for...somebody. 

Somehow, Evolution manages to go 
downhill from there. The gameplay is a 
bad mixture of a platformer and a beat ‘em 
up, with some awful light-cycle racing and 
mildly enjoyable tank sequences tossed in 
to keep you from losing your mind. Most 
of the time you run and jump from ledge 


to ledge, using simple combos to maul the 
generic-looking bad guys and earn XP to 
upgrade your light disc, health and special 
attacks. 

Actually, that’s not quite true; you try 
to run and jump from ledge to ledge and 
you try to perform combos on generic- 
looking bad guys. What really ends up 
happening is you mash a few buttons, and 
then struggle with a late-’90s PlayStation 
camera and unresponsive controls as you 
repeatedly fall to your death. Add in dumb 
Al that often causes enemies to walk off 
ledges, last-gen graphics, a sprinkle of 
glitches, and the fact that the upgrades 
are inconsequential, and there’s literally no 
reason to try the single-player campaign. 

Multiplayer is Evolution’s only saving 
grace. Your XP and upgrades, which 
were so useless in single-player, are 
actually quite useful online, and will give 
you a leg-up on the competition. Though 
the modes are typical online multiplayer 
staples, it’s surprisingly fun to transi- 
tion from foot to light cycle at any point 
with the press of a button. It’s also very 
satisfying to trap and “derez” (TRON’s 
dated-sounding word for “kill”) an oppo- 
nent with your cycle’s energy trail. Don’t 
get me wrong, multiplayer isn’t reason 
enough to justify a purchase, but it’s 


significantly better than the campaign. 

It’s extremely difficult to derive any 
pleasure from TRON: Evolution’s six-hour 
single-player campaign because there’s 
always some sort of major flaw to deal 
with—there are no minor issues here. The 
multiplayer component has much more 
soul to it, but it’s still not enough to salvage 
this package. | don’t care how much you 
like the movies, or what kind of weird crush 
you have on Jeff Bridges, stay away from 
this game. 


SCORE 


THE GOOD 

Riding light cycles in multiplayer 

THEBAD 

Awful story, camera, and controls 

THE UGLY 

Falling off ledges, falling off of ledges, falling off... 


SECOND OPINION 
MARC CAMRON 


For agame setina 

digital wonderland 

filled with neon-colored blasts of 
high-tech goodness, TRON: Evolution 
feels a lot like ancient Persia. The 
linear structure of the single-player 
campaign didn’t bother me, but the 
repetitious free-run, stop, fight, rinse, 
repeat nature did wear on my nerves 
after a while, as did the janky camera 
that seemed to wig out at exactly the 
wrong time. TRON fans will enjoy the 
story though, and once you get used 
to the complex controls you'll be fly- 
ing through the grid. Multiplayer is the 
highlight, with up to 10 people facing 
off with discs, light cycles and tanks. 
There aren’t many maps—hopefully 
we’ll see more post-launch—but 
what’s available is quite good. Overall, 
TRON: Evolution comes off as an 
entertaining, if flawed, addition to the 
TRON universe. 


FALLOUT: NEW VEGAS 


There's enough RPG action going on in the 
Mojave Wasteland to hook you for months. 
STERLING MCGARVEY: 
HAROLD GOLDBERG: 


METROID: OTHER M 

The combat drives this Team 
Ninja-developed spin-off, since 
the story doesn’t do Samus 
any favors. 

PATRICK KLEPEK: 

ANDREW PFISTER: 


FIFA SOCCER 11 

EA's soccer series revamps pass- 
ing and introduces personality- 
driven play, but not without a 
Steep learning curve. 
STERLING MCGARVEY: 

BILLY BERGHAMMER: 


DEAD RISING 2 

While there’s no shortage of fun 
in faux-Vegas, some moments 
are as brain dead as your 
myriad targets. 

JASON KILLINGSWORTH: 
MARC CAMRON: 


EA SPORTS MMA 

A solid and accessible debut, 
though purists may find it 
too simple. 

AARON BOULDING: 

AARON THOMAS: 


KIRBY’S EPIC YARN 

Don't be fooled by its syrupy- 
sweet aesthetic: It’s an excep- 
tionally sound platformer. 
NATHAN MEUNIER: 
ANDREW PFISTER: 


HALO: REACH 
Bungie's final Halo title delivers 
a CO-Op experience so great, 


| you'll want to replay the series 
| again with fresh eyes. 


ANDREW PFISTER: 
BILLY BERGHAMMER: 


_ ENSLAVED: 

_ ODYSSEY TO THE WEST 

| You've never seen post- 

| apocalyptic like you will in this 


vivid action-platformer with a 
heart of gold. 

JEREMY M. ZOSS: 

MEGHAN WATT: 


NBA 2K11 


Michael Jordan fans will rejoice, 


but the other improvements to 
the series are sparse this year. 
AARON THOMAS: 

DAVID WOLINSKY: 


GUITAR HERO: 


A silly fantasy plot hurts the 


| | experience, but it’s still a 


challenging sequel with a 
hard-rocking soundtrack. 
PAUL SEMEL: 

GUS MASTRAPA: 


ROCK BAND 3 

Harmonix’s fantastic evolution 
of the series enables you to 
take play time to another level 
with real instruments. 
PATRICK KLEPEK: 

ANDREW PFISTER: 


_ 007: BLOOD STONE 


You've seen the gameplay 
elements of this 007 action 
game better executed in 
other titles. 

OMRI PETITTE: 

CASEY LOE: 


MEDAL OF HONOR 

The FPS relocates to modern- 
day Afghanistan. If the lack- 
luster story doesn’t grab you, 
DICE’s multiplayer should. 
DAN “SHOE” HSU: 


BRETT BATES: 


GOLDENEYE 007 

Bond returns to Nintendo 
platforms in a shooter that 
does a sterling job replicating 
the N64's halcyon days. 
NATHAN MEUNIER: 
ALEXANDRA HALL: 


CIVILIZATION V 

The venerated strategy series 
weds Civ Revolution’s noob- 
friendly interface with the 
franchise's classic complexity 
for one of the year’s finest. 
BRYAN STRATTON: 
ANDREW PFISTER: 


MARIO VS. DONKEY KONG: 
MINI-LAND MAYHEM! 

Mario's mini-soldiers march 
on ina fun and challenging 


| sequel to the puzzle series. 
_ ALEXANDRA HALL: 


DAN “SHOE” HSU: 


SUPER SCRIBBLENAUTS 
Adjectives and d-pad controls 


| provide the improvements that 


make this puzzle sequel a blast 
to play. 

PATRICK KLEPEK: 

NATHAN MEUNIER: 


STAR WARS: 

THE FORCE UNLEASHED I! 
Starkiller is revived to fight the 
Dark Side, but unfortunately, 
the first game's problems were 
cloned, too. 

RUS MCLAUGHLIN: 

BRETT BATES: 


GOD OF WAR: 

GHOST OF SPARTA 

The follow-up to Chains of 
Olympus exceeds its predeces- 
sors qualities. 

PAUL SEMEL: 

BRETT BATES: 


CASTLEVANIA: 

LORDS OF SHADOW 

It’s pretty far cry from Sympho- 
ny of the Night, but it’s a strong 
addition to the franchise. 
BRADY FIECHTER: 

CASEY LOE: 


DJ HERO 2 

The turntable series’ encore 
weaves in more depth and 
strategy alongside the joys of 
working the decks. 
STERLING MCGARVEY: 
AARON BOULDING: 


_ KINECT ADVENTURES 


Kinect’s pack-in game is fun, 
but the strict requirements— 
space, etc—cloud the 
entertainment factor. 
PATRICK KLEPEK: 
STERLING MCGARVEY: 


FINAL FANTASY: 

4 HEROES OF LIGHT 

Square Enix’s handheld game 
evokes the retro feel of SNES- 
era role-playing games, includ- 
ing infuriating difficulty. 


JASON WILSON: 
_ KAT BAILEY: 


REVIEW CREW REWIND 


-VICVV RECAP 


ih 
Mie 
| 
I 


_ WARRIORS OF ROCK 


Here's a game that's oozing with a 

lot of hard programming work. This 
game is a graphic tour-de-force for the 
Genesis, but | thought the play was a 
little disjointed. There is definitely a lot 
to explore, but the gameis manic in its 
approach. None of the levels are too 
linear, which is both good and bad. A 
nice follow-up though. 


Sega's mascot is back in a new adventure 
that can best bedescribedwith.g lot 

of 2s. Being twice as longas the game 
offers more enjoyment for the buck. As a 
2 player game, there is twice the fun. The 
levels are larger and harder and Sonic's 
new moves afe quite innovative. Overall, 
the best all-round game on the market. 


Sonics back and this time he’s bigger 
and better. The graphicsihaye improved 
with great colors and new hyper scrolling 
backgrounds. The musicis decent and 
sounds as goods the first. The game 
play is top notch, but thereSnot enough 
freedom to explore the huge levels. Not 
linear but still too straightforward! 


No Genesis would be complete without 
Sonic 2! The two-player Option is the 
best thing Sega could have done (after 
all, even Mario shares the spotlight with 
Luigi and the gang). Highly intense 
backgrounds, awesome tunes, and wild 
levels are everything | have come to 
expect from a worthy sequel for Sonic! 
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Everything but the box. 
By Eli Hodapp 


PUBLISHER Chillingo 
PLATFORMS iPhone, iPad 


Cut the Rope is a physics puzzle game that is 

absolutely dripping with character. It opens with 

a brief animation that sets the scene: A mysteri- 
ous box shows up on your front door with a label that simply 
reads, “Feed with Candy.” Gameplay consists of feeding 
candy to alittle green monster named Om Nom. That candy 
happens to be suspended with ropes inside of the boxes that 
make up each level. The goal is to figure out which ropes 
to cut and in what order to swing the candy down into Om 
Nom’s gaping maw. Difficulty ramps up perfectly, and an 
excellent tutorial leads into cleverly designed levels which re- 
quire quick thinking and fast reactions to successfully deliver 
the candy to Om Nom. An additional sub-goal of collecting 
strategically placed stars offer additional challenge on each 
level. Cut the Rope comes in both a standard release for the 
iPhone and iPod touch, as well as a HD version for the iPad. 


WWW.EQMNOW.COM 


RECKLESS RACING 
PUBLISHER Electronic Arts 
PLATFORMS iPhone, iPad 

comes packed with great 


38.0 graphics and a fun physics 


engine that encourages you to keep the 
pedal to the metal as you slide through 
every corner of the five included tracks. 
(Each track can also be played in reverse, 
bringing the total count to 10.) Six cars 
are included in all, and each handles a 
little differently. Game modes range from 
simple races to time trials and even a 
delivery mode where you race around the 
maps picking up and dropping off cargo 
as quickly as possible. Reckless Racing 
features both local and online multiplayer 
that allows you to race against three of 
your friends. The separate iPad version 
of the game comes loaded with three 
additional tracks (six counting reverse 
mode), and both graphics and controls 
custom-tailored for the larger screen. 


This top-down arcade racer 


CAPCOM ARCADE 
PUBLISHER Capcom 
PLATFORMS iPhone, iPad 

Capcom combines the 


6.0 popularity of the free-to- 


play model with its massive back catalog 
of hit arcade games. In its initial release, 
Capcom Arcade comes bundled with 
Street Fighter Il, Ghouls ’n’ Ghosts, 1942 
and Commando. Every day you get three 
tokens which you can use on any of the 
games. If you want to play more than three 
games in a given day, you can simply 

buy more tokens like at a regular arcade. 
Alternatively, you can buy any of the full 
games outright and play them as much 
as you like. Capcom plans on adding 
more classics to Capcom Arcade in future 
updates, so if the included games don’t 
interest you it’s still worth downloading 
anyway just so you be alerted to updates. 


In Capcom Arcade, 


GALAXY ON FIRE 2 
PUBLISHER Fish Labs 
PLATFORMS iPhone 

This space shooter’s 


depth is impressive, with 


a massive game world spanning 20 star 
systems in all. You play as space fighter 
pilot Keith Maxwell, who was lost in 
space, warped to the other side of the 
galaxy, and transported 35 years into the 
future. While the goal is to make it back 
to your home world, without the ability or 
resources 

to fly v= 
straight 
there you'll 
have to 
take on 
various . 
missions from the inhabitants of local 
space stations. These missions range 
from simply mining ore to hunting vicious 
space pirates. As your wealth increases 
you can trick out every aspect of your 
ship, and then decide to either make 

a living in space completing missions, 
killing everything that moves, or simply 
trading commodities. Currently the game 
is for the iPhone, but an upcoming update 
will make Galaxy on Fire 2 a universal app 
that runs on the iPad as well. 


Galaxy on Fire 2 is epic. 


~ EMPBL Ital 


CHU CHU ROCKET 
PUBLISHER Sega 
PLATFORMS iPhone, iPad 


ChuChu Rocket is a classic 
Dreamcast puzzle game 
that involves placing arrows 
on a checkered grid to guide a series of 
mice from their little mouse hole a rocket. 
The catch is that you’re limited in the 
number of arrows you can place on each 
level. This requires some careful planning, 
especially in later levels when hazards 
like holes and cats are introduced. The 
controls translate well to iOS devices, 
and placing the arrows is as simple as___ 
touching a point on the grid and dragging 
in the direction you want the arrow to 

go. 100 levels are included in puzzle 
mode with an additional 25 available ina 
timed challenge mode. Local multiplayer 
is a ton of fun. There’s also a separate 
iPad version of the game that’s been 
customized for the device. 


IN MOTION 


Get off the couch and get ready for 
the party as Game Party: In Motion 
turns your living room in to the 
ultimate fun-filled arcade. 


Grab your friends and family and jump right into 

| the action as you use the motion of your entire 
[see . = body to play 16 exciting games. Throw the foot- 

REQUIRES | - \ ~\s: ball at moving targets as you dodge an oncoming 

rusher or toss ringers in a game of horseshoes. 

Game Party: In Motion lets family and friends 

alike connect, play and get things moving! 


KINECT” SENSOR 


Choose From Your Favorite Party Games: 
Darts, Table Hockey, Ping Cup, Puck Bowling, 
Horseshoe Hysteria, QB in Motion, Double Rac- 
quets, Root Beer Tapper and more! 


Get the Party Moving: Use the movements of 
your entire body for total immersion 


Multi-player action: Bring friends and family 
together to see who has the best skills and gets 
the highest scores 


Get Yourself in the Game: Create and import 
your Xbox LIVE® Avatar 


Tournaments: Multiplayer action on all games, 
So get together with friends and family to see 
who brings their“A Game’ to the Party with up to 
16 players in tournament mode. 


Tan ontar niaascs car ai cna eA 
io enter, please Send an e-mail to 
contests@eqmnow.net with Game Party Contest’ In 


ine supject iine. be sure to inciude your Tull name, 


address and e-mail address in the body of the e-mail 


EVERYONE 
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f you recall, in 2009 the band U2 

released their album No Line on the 

Horizon, but immediately had to issue 

a worldwide recall due to seven songs 
completely missing Adam Clayton’s bass 
track. 

Three years prior, J.K. Rowling’s Harry 
Potter and the Half-Blood Prince underwent 
an emergency second printing when it was 
discovered that all references to “Albus 
Dumbledore” had been replaced with “ER- 
ROR CODE 3402 2992 4R77.” 

And who could forget the controversy 
erupting from last year’s blockbuster film 
Avatar, when James Cameron’s 3D cameras 
kept getting stuck on the trees of Pandora, 
forcing cinemas to reload the film from previ- 
ous spots until 20th Century Fox issued a 
patch? 

These things, of course, didn’t happen— 
but can you imagine if they did? How ac- 
cepting would music fans, avid readers and 
movie audiences be of these colossal sna- 
fus? How would critics have handled their 
reviews, knowing that if and when these 
problems were to be fixed, the experience 
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would improve dramatically, thus rendering 
their original reviews incorrect? And what 

if they weren’t just isolated incidents, but 
increasingly common occurrences? It would 
likely be bedlam—a full-on consumer revolt. 
Audiences would not accept it, therefore 
publishers, producers, agents, studios and 
PR firms would not accept it. 

So why does the videogame indus- 
try, which delights in comparing annual 
revenues with the rest of the entertainment 
world, accept it? Our gaming experience is 
ruined when glitchy games have char- 
acters get stuck on invisible walls, when 
mission-critical NPCs tumble off a cliff, when 
audio drops out completely, and when the 
Unforgiveable Sin occurs (destruction of 
a save file). So why does it seem like it’s 
getting worse? 

Obvious answer time: Games are way 
more complicated to make, on a nuts-and- 
bolts level, than works in any other medium. 
Tech problems can happen on a movie set 
or in a recording studio, but games consist 
of tens of thousands of lines of code, and 
it all has to work together flawlessly for the 


Use message boards, You IUbe 


www.egmnow.com 


videos and your wallets to 
scream at the too of your lungs. 


illusion to be maintained. Realistically, it’s 
never going to be 100% perfect, and with 
shrinking budgets and abbreviated produc- 
tion schedules, programmers and QA de- 
partments are put into unenviable positions 
with their studios’ reputations on the line. 

Does that mean it’s the publisher’s fault, 
then? They’re in charge of the spreadsheets, 
so it would presumably fall on them to give 
their studios enough financial support and 
manpower to avoid bug-infested launches 
like that of Fallout: New Vegas. They need 
to maintain a reputation for quality, too, but 
are also beholden to the financial calendar. 
If earnings are missed, the stock price goes 
down, jobs are lost, and games aren’t even 
made. 

Is tt our responsibility, then, as media 
and critics? Ostensibly, it is: We see these 
games prior to launch and it’s our job to 
review them honestly for the sake of saving 
our readers from spending money on a 
poor experience. But we’re not trained beta 
testers, and because most bugs aren’t 
definite, universal occurrences, we might 
not encounter the same severe problem 
another person might. Oftentimes we will 
see something wrong or weird during the 
review process, and it is our duty to either 
investigate with the publisher or penalize the 
game in its review, but the problem could 
just as well be fixed with a day-one patch or 
title update. 

So how do we fix this across the board? 
It might have to come down to one simple, 
idealistic concept: pride in one’s work. On 
the development side, maintain standards 
and devote proper time to polishing games. 
On the publisher side, give studios what 
they need to get things done right, but have 
the wherewithal to shelve a poor project—as 
Electronic Arts did recently with NBA Elite. 
And for us in the press, recognize that 
games are uniquely difficult to make and 
report on, but continually hold everyone 
involved to higher standards, ourselves 
included. 

And for you, the player, who just lost 
your last 10 hours of progress because of a 
corrupted save file? Use message boards, 
YouTube videos and your wallets to scream 
at the top of your lungs. El 


o close, yet so far. Micro- 

soft’s Kinect is a mixed bag at 

the moment, but to Kinect’s 

credit, that’s largely owed more 
to obvious features Microsoft hasn’t yet 
implemented than a complacent hardware 
incapable of achieving those goals. Kinect 
brings everyone a tantalizing step closer 
to the Minority Report experience, but 
what Kinect can accomplish makes what 
it doesn’t do it all the more frustrating. 

I’m still primarily using Kinect as a 
novelty, but my habits suggest that’s from 
lacking functionality than anything else. 
For example, | can’t turn my Xbox 360 on 
and off via voice commands, the former 
understandably due to reported energy 
concerns, the latter because Microsoft 
fears consumers would become confused 
at one option without the other. You know 
what? It’s more confusing without either. 

| want to do more. | want to browse 
Netflix with my voice. | want to queue up 
Xbox Live Arcade downloads with a wave 
of my hand. | want, | want, | want—and, 
most likely, I'll be able to eventually. Kinect 
has arrived half-baked, but surprisingly 
more competent than one would expect 
from Microsoft, a company better known 
for clumsy but well-intentioned interface 
work than the human intuitiveness oft at- 
tributed to Apple’s wizards. But it’s a testa- 
ment to the technology and the moments 
that Kinect does work that |’m already 
anxious for the next dashboard loaded 
with additional Kinect functionality. 

Such compliments are caveated with 
knowledge that Kinect doesn’t work per- 


fectly in my «play space,» otherwise known 
as a larger-than-average one-bedroom 
apartment in Los Angeles. A large and 
unmovable couch, however, means | can’t 
do much to accommodate Kinect. Placing 
the device atop a shelf appears to have 
placated the physical incarnation of Pixar’s 
Wall-E, but some games fare better than 
others. It’s hardly perfect, but I’m hopeful 
these issues can be improved via software. 
But when my girlfriend and | are spending 
more than 20 minutes on a Friday night 
adjusting Kinect’s tilt after spending $10 on 
new Dance Central downloadable content, 
the frustration can be scream-inducing. 
Yet, like a creepy stalker, Kinect’s 
Still sitting happily above the television, 
watching us. When Kinect does work, 
there's nothing like it. Wii and Move don’t 
compare, even though | expect to be 
happily playing excellent games using 
both interfaces over the next several years. 
The implications of Kinect becoming a 
phenomenon, however, have interesting 
implications for the next decade of games, 
affecting Nintendo's plans more than any 
other. We don’t know what Nintendo has 
up their sleeves for a Wii successor, but 
one has to imagine they’re following the 
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Why Kinect Matters 


reaction to Kinect with a curious eye. 

Or not. Wii wasn’t created by playing 
follow the leader, a strategy that nearly lead 
the company to ruin during the GameCube 
era. Nintendo doesn’t do well mimick- 
ng others, but Nintendo could use some 
competition. If Kinect takes off, it may not 
impact whatever Nintendo has planned 
for after Wii, but it’s undoubtably going 
to press the company to come up with 
something to wow us all over again. 

It's exactly that reason why I’ve been 
far more interested in Kinect than Move. 
Move represents a typical reaction from 
a technology-driven company like Sony, 
breaking down an existing device and 
doing it better, faster and with more power. 
Kinect captures Nintendo’s driving spirit 
behind Wii 
day’s complicated controllers —and takes 


—freeing consumers from to- 


the concept in another direction. 

Kinect doesn't have to be a phenom- 
enon to be a success. In becoming reality, 
it’s already a win. If Kinect’s able to grab 
hold of the same cultural wave that Wi 
kicked off a few years back, the end result 
is that gamers wil only end up with more 
interesting, diverse games to play. Every- 
body wins. &] 
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Animalz Behaving 
Az People 


Mock the lawz of nature on your Nintendo DZ 


ae at cere sane en 


y Nintendo DS hates me. It hates me like a Real Doll hates its owner. I’ve 
found so many unspeakable things inside my DS that when you get them 
drunk, x-ray technicians ask me to tell them stories. EGM has been forcing 
me to play pet games and fashion games for years, and this month we’ve 
decided to see if the human brain can take the absurd combination of both: pets and 


| inactive that if you ask them where they 


fashion, as foretold by the dark prophecy. 


Petz Fashion Dogz & Catz 
You know you’re going to get quality when 
a game spells 75% of the words in its 

own title wrong. This monstrosity is about 
dressing up dogs and cats for animal fash- 
ion shows, an activity that is way too much 
to take for most people. It is completely 
unrelatable, outer-fringe fancifulness. 

lf | played this near my sweet quilting 
grandmother, she would ask me if that 
game tape came free with the purchase of 
50 dildos. 

An animal fashion show is the one place 
where a suicide bomber isn’t a tragedy. It’s 
more ethical to make two dogs fight in a pit 
than it is to make two dogs fight in a top 
hat contest. Pet fashion shows won’t allow 
pregnant women within 100 yards because 
their fetuses will refuse to crawl into our 
world. When.a pet hears “animal fashion 
show,” it hopes that’s a euphemism for 
selling it to a cosmetic lab. 

Not shockingly, the gameplay here is as 
alienating as the concept. First, the game 
asks you to pick out a victim. Then, using 
your stylus, stroke it until it wants to go 
home with you. Once there, you drug the 
animal and force little shoes and panties 
onto it. And as any animal lover will tell 
you, putting shoes on cats is as fun for 
| them as putting cat-eating acid on cats. 


AAVENV aS 


NINTENDO'S 
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Yanking clothes onto a frozen animal is so 
creepy they might as well have included 
a level where you cut ransom note letters 
out of a hunting magazine. The terror 
behind your kitten’s eyes is the only thing 
Petz Fashion Dogz & Catz does right. I’m 
not even sure if it’s legal to review this. | 
feel like | should contact the police and 
tell them that someone is replacing DS 
games with snuff films about torturing 
paralyzed cats. 


Petz Pony Beauty Pageant 
This is what | call a “no second idea” 
game. That means that every single 
gameplay element is the very first thing 

an uncreative person blurted out. “Okay, 
pony stuff...have the player clean a barn 
by dragging manure with the stylus! Then 
have them clean a pony! By...dragging 
soap with the stylus!” If someone told me 
that this was conceptualized and made by 
fun-hating robots, I’d pretend that | knew 
it all along. PPBP took one hour to fully 
develop, and 50 minutes of that was an 
argument over whether it should be “pony” 
or “ponyz.” This is a funeral for joy, only 
everyone is dressed like a horse. 

| hate that as a grown man | can say 
sentences like this, but this has the worst 
pony-washing minigame on the market. 
lf ahomeless person was washing your 
windshield and saw your daughter playing 
this, they’d each think the other was mak- 
ing fun of them. And during that moment, 
both of them are kind of hoping they get 
hit by a car. 

This thing is mean-spirited in its lack of 
effort. The developers want children to be 
as bored with their videogames as they are 
with their marriages. If you got all the Petz 
Pony Beauty Pageant creators together 
to measure their brain waves, any doctor 
would tell you to stop playing with those 
dead bodies. Their imaginations are so 


want to go to lunch, dusty spider eggs 
hatch in their skull. Slapping this game out 
of a kid’s hands is the new cure for clinical 
depression. 


Paws and Claws 

Regal Resort 

You can often tell how bad a game is 

by the presence of Zs in itz title...Fuzion 
Frenzy, Bratz: Super Babyz, Zelda: Wand of 
Gamelon...the math checks out. But don’t 
be fooled by this properly spelled name. 
Sometimes even people with 4th grade 
educations can make a bad game. 

Regal Resorts’ constant simulated chores 
can’t even be called minigames; they’re 
more like 1970 tech demos showing how 
pointing devices might one day have 
applications. For example, at one point 


- you'll be asked to feed a ball of broken 


glass smearing itself across the floor. This 
is how the game’s scaling pixels draw and 
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animate a “guinea pig.” Now, in order to 
feed this unassembled Lego abomination, 
you have to mix two foods together and : 
then stir them. I’m making it sound more 
fun than it is. Imagine Cooking Mama but 
without the cute visuals and no possibility 
of failure or reward. Every event is a lifeless 
shoving around irrelevant shapes. Paws 
and Claws Regal Resort is based on a non- 
gamer’s sarcastic description of Farmville. 
Your pet would have a nicer vacation inside 
a snake. El 
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